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Could you sell me the 
mushroom 


*groving on top of your head? 


Goods Auto Fight 


Defenf 2 
To Carbon Dog 
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WARNING: 
PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND PRE- 
CAUTIONS BOOKLET INCLUDED WITH PRODUCT BEFORE USING 
YOUR NINTENDO” HARDWARE SYSTEM, GAME PAK, OR ACCESSORY. 











Thank you for selecting 


EarthBound 


for your Super Nintendo 
Entertainment System. 


Please read the following instructions thoroughly to ensure the 
proper handling and use of your new game. Please save this 
manual and strategy guide for future reference. 


Warning: If the POWER switch is switched ON and OFF repeat- 
edly, the accumulated contents of your Super NES cartridge may 
be deleted. Avoid turning the POWER switch OFF unnecessarily 
(before saving the game) or data may be lost. 


This official seal is your assurance that Nintendo 
has reviewed this product and it has met our stan- 
dards for excellence in workmanship, reliability and 
entertainment value. Always look for this seal 
when buying games and accessories to ensure com- 
® plete compatibility with your Nintendo product. 










Official 


(Gintendo) 


Seal of Quality 









MU TO ADULTS! KIDS TO ADULTS 


% ANIMATED VIOLENCE 





Can four average kids save the world from certain destruction 
at the hands of an evil, alien invader? They might be inexperi- 
enced, but don’t count them out! 


The four spunky kids have the fate of mankind in their hands and the weight 
of the world on their shoulders, so it’s a good thing that they have psychic 
powers—and you—on their side. As you begin this unique gaming experience 
and explore the world in search of the sinister spirit of Giygas, pack along our 
travel guide. You’ll need it to find your way through Earthbound’s twisted and 
hilarious world, and you won’t want to miss a single side-trip or pass up any 
sights along the way. Just remember to phone dear old Mom and Dad—after 
all, the kids will wander a long way from home. ‘ 
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COMMAND SELECT 


Basic game control in EarthBound uti- ay mae MAP 


lizes the Control Pad, the A Button 
and the B Button. The Control Pad is 
used for moving a character or cursor, 
the A Button is used for selecting an 
option and the B Button is used to 
cancel. Each of the buttons on the 
controller has at least one use, except 
for the Y Button, which has no func- 
tion in the game. 


CHARACTER » CANCEL 
Co ntrol Pad CANCEL Nina a 


The Control Pad is used to 
move your character or 
characters while on the main 
screen. When controlling a 
group of two or more, the 
Control Pad moves the lead 
character and all others in 





R Button 


The R Button has only one 
function in the game. VVhen 
riding a bicycle, pressing the 
R Button will ring the bell. 
the group will follow. The Give it a try! You'll almost 
Control Pad is also used to : feel the breeze blowing 
move a cursor through a list of actions you can take, through your hair. 

options presented to you or items that are being held. 


X Button 
SE LECT. You can view the town map, once you have it, by pressing 


The Select Button has the same use as the B Button. It the X Button. Pressing the X button again closes the map. 
can be used in place of the B Button when you wish to use 
the one-handed option of controlling the game. 





A Button 
STA RT The A Button is used to register a selection that you have 


made from a list of options or items. The A Button is also 
The Start Button will start the game from the title screen. used to open the Command Window. 


This is the only use that the button has in EarthBound. 
“wm, 68 Butto n 


L Button The B Button is used to 


The L Button can be used to cancel a ‘selection and 
“check” your surroundings ret urn to. > the previous 
or “talk to” someone. It screen. While moving 
also allows you to control “on the main screen, 
the game with your left hand pressing the B Button 
only. By pressing Select, the brings up the HP and | 
HP and PP window appears. PP window. This allows 
If you then press the L the player to view cur- - a 
Button, the Command rent Hit Points (HP) and Psychic Points (PP) for the main 
Window appears. Pressing character or for the group. Pressing the B Button again 
Select again clears the screen. clears the screen of the HP and PP window. 


Ness picked up the receiver 
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Startin 


You should now be ready to start your 
adventure in the world of EarthBound. 
Your adventure will be a long one, so 
you will be creating a game file in 
which to save your progress. 





Opening Screens 


Once you have turned 

the Power ON, you will 

see the title screens and 
the game demonstration 
screen. At anytime dur- 

~ ing the demonstration, 
you may press either the 
Start Button, the A 
Button or the B Button to progress to 
the Game File window. 


Game Fil 


> 1: 


Be lee © 
SHEGESALQ ITOX 
fA ee | 


a —/:, 


e Selection 


After exiting the demonstra- 
tion screen, the Game File 
window displays three sepa- 
rate files. Your progress in 
the game is saved in the file 
that you select. The first time 
the game pak is played, all of the files are titled “Start New 
Game.” Selecting one of the files opens the next window. 
If you are continuing a previous game, select the proper 
file, and a window opens allowing you to: continue your 
game, copy the file to another file, delete the file or change 
the file set up. 


File Set Up Selection 


Once the game file has been select- 
ed, the Text Speed window opens. 
This window allows you to select 
how fast the game text will scroll. 
You can select either Fast, Medium 
or Slow. The speed can be changed 
at any time by opening an existing 
game file and selecting Set 
Up. After text speed, the 
Sound Setting window 
opens. You may select 
Stereo or Mono sound. 
Again, this can be changed 
later using the same method 
as changing the text speed. 





Start Nev Gare 
2: Start New Gare 


3: Start New Game 










1. Start New Game 


If you can play the game in stereo: 


If your Super Nintendo Entertainment System is hooked up to a stereo television, 
or your television is connected to a stereo, you can take advantage of the stereo 
sound effects in EarthBound by selecting “Stereo.” 


If you can’t play the game in stereo: 


If your Super Nintendo Entertainment System is not hooked up to play stereo, 
you should select “Mono” to be sure you hear all of the sound effects. If you 
select “Stereo,” you'll miss some sounds. 















Saving Your Adventure 


After you have selected the game file where your progress 
will be saved and established the game set up, you are 
given the chance to name the four main characters that 
appear in the game. You also name your dog, enter your 
favorite homemade dish and key in your favorite thing. 





Once all the necessary information has been registered and 
verified by you, the file where your save information is 
stored is then established. During the game, you have the 
chance to save your progress when you speak to your 
father by telephone. 


Once You've Saved 


As mentioned earlier, you continue a saved game by select- 
ing the proper file in the Game File window, then selecting 
“continue.” You contin- 
ue your game from the Soon eee 
last point at which you v Game 
saved the game. Should 
you want a back-up file, 
you can select “copy” 
and create a duplicate 
file. If you select 
“Delete,” the file is 
completely erased, and 
all of the information is 
permanently lost. Be 
careful with the 
“Delete” command. 
Also, as indicated, the text speed and the sound setting can 
be changed by selecting “Set Up.” Your EarthBound game 
information is saved by the built-in battery in the 
EarthBound game pak. 
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3: Start New Game 
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EARTHBOUND 


Our Hero.and his Friends 


— 


——— 
Unlikely Protector 
of the Earth sychic Powers 





He is a normal kid living in Onett, a town in Eagleland. She is the first friend that Ness meets on his adventure. 
Once the meteorite lands, however, everything changes. She comes from Twoson, where her mother runs a 

An alien believes him to be a very special human—one preschool out of the family home. All the children at the 
with the power to affect cosmic events. Ness has a good preschool love her! Though she looks like your average 








balance of speed, IQ, offensive power and mysterious psy- sweetie pie, she has powerful Psychic abilities that help 


chic abilities. His psychic (PSI) powers include healing abili- |= make the group a force to be reckoned with. Television 
ties that he can use on himself and his friends. His pre- reporters have reported on her powers. Her Psychic abili- 
ferred weapon is some type of baseball bat, and he loves ties are great for offensive attacks. When she needs a 

to wear a special baseball cap with his favorite team’s logo weapon, she prefers a frying pan. Her girlish charm also 
on the front. acts as some type of defense against attacks. 
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In EarthBound, you play as four friends who are on a mission to save the 
world, and ultimately the universe, from an evil entity named Giygas. At the 
beginning of the game, you are a single character who has been given an awe- 
some adventure to complete. As you travel from place to place, you meet 
these friends, and the power of your group grows. An age-old prophecy tells 


of the group of friends, and their influence on the plans of Giygas. Now, step 
in the shoes of these friends as they strive to fulfill their incredible destiny. 








Mechanical Genius 
of the Team 


Winters is home to the son of a famous scientist. He is 
the same age as Ness, so they naturally have a lot to talk 
about. Jeffs own scientific knowledge is tremendous, and 
he can use machines and gadgets that none of the other 


«Jef? Spies on + Jett fired 
the Ghost of Starman! the Big bottle rocket! 


AOE Resi 
a re 


three friends have any idea how to use. Jeff is especially 
good at repairing broken devices. Winters is an island 
country, so meeting up with the group becomes a major 
undertaking. Jeff doesn’t have any Psychic abilities, but his 
mechanical skills make up for it. Vveapons that he has 
repaired can be used by only him. 





ee tl 


Mysterious Prince 
from the East 


The prince is from the country of Dalaam, an eastern coun- 
try that is very mysterious to most people living in 
Eagleland. He is a little older than Ness, and he has great 
physical, mental, and spiritual strength. He seems very 





popular with the girls, as well. Though he has all of these 
tremendous attributes, he remains modest and loyal. He 
commands strong Psychic abilities that only he can use. 
His weapons and protections are mostly unknown because 
of his mysterious background. Now, if he could only get 
used to western-style food... 


u EARTHBOUND 


Decisions, De 


When you start a new game, you have the chance After the four friends, 
~ you are also asked to 


to name the four friends that make up the group. 
It’s always more fun to play a game with characters 
named after you and your friends. Give it a try! 


CAPITAL small 


Don’t Care 





After completing the game Set Up, you are asked to name 
the four friends that battle Giygas in EarthBound. By nam- 


ing the characters yourself, EarthBound feels more realistic, 


and it’s easier to imagine yourself wandering through the 
strange locations and meeting the even stranger inhabitants 
of the world of EarthBound. 


You have five spaces to use when naming your characters. 
To select a letter, move the cursor to that letter and press 
the A Button. It will appear in the box in the top-left cor- 
ner of the screen. If you make a mistake, you can either 
use the B Button to erase the mistake, or you can select 
“Backspace” on the Name Entry screen. Once a name is 
complete, select “OK” on the Name Entry screen and 
press the A Button. This opens the next Name window. 





LSS Se ee 


eat eo 2. § 


name your dog, your Sa CADE TEL GOTH | 


favorite food and your JR LMNOPQOR 
. . Sar CUA wera 2 

favorite thing. SE ee ee 

Unfortunately, you CAPITAL small 


only get six spaces for 
naming your dog, food 
and thing. Finally, after 
you have completed all 
of the names, you 
have the chance to 
verify that they are 
correct. If there is a : 
problem, you can CAEL ea 
select “Nope” at the 
bottom of the screen 
or press the B Button, 
and the Name Entry 
screens start over 
again. 


> Don’t Care 


a 


If you prefer, there are 
a number of default 
names and items that 
you can choose from 
as well. On the Name 
Entry screen, select 
“Don’t Care,” and a name or item is automatically selected 
for you. If you do not like the selected name or item, press 
the A Button to cycle through the default names and items. 
Once you find one that you like, move the cursor to “OK”’ 
and press the A Button. You can mix and match your names 
and items, too. Some you may want to enter yourself, while 
with others you may want to use a default name or item. 
Below is a list of all the default names and items. 





Chart of “Don’t Care” Entries 


ae <a ee ee ee ee 


Ness Paula Jeff Poo King Steak Rockin 
Alec Nancy Dan Kato Peach Pie Hammer 
Roger Skye Henry Kai Sparky Pasta Love 
Will Paige lsaac Omar Rex Cake Gifts 
Brian Marie Ralph Ramin Baby Eggs Slime 
Tyler Holly Sean Aziz Rover Bread Gaming 
Lane - Jane Rob Lado Misty Salmon Boxing 
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Game Screen/ 


\ 
In EarthBound, you open windows to gain information. .e Goods 


about yourself and others around you. When there is 
no open window on screen, press the B Button to 
view your current HP, PP and cash on hand. 


Talk ta Goods 


PSl Equip 


Check 


Status 





Cash on Hand Current HP and PP 


Command Window 


By pressing the A Button, the Command Window is 
displayed. Five or six commands are displayed, 
depending on your ability to use Psychic power. 


¢ Talk to ¢ Goods 
° PSI ¢ Equip 
¢ Check e Status 


When next to a person, select “Talk to” in 
order to communicate. If you are next to 
a phone, it also picks up the receiver. 


° Talk to 


Selecting PSI gives you a chance to use 
some of your PSI powers. If you have not 
yet realized any of your PSI powers, or no 
one is present that uses PSI, this option 
does not appear in the Command Window. 


°*PSI 


Dis) | anae 
PPSI 
Check 


Goods 
Equip 


status 





This command allows you to check the sur- 
rounding area. It is especially useful when 
you find a gift box, chest or coffin. By 
checking these containers, you gain many 
useful items. When going to the ATM, you 
also use the Check command to activate 
the ATM. 


4, 
, & 


Cracked bat 
Bread roll 
Cookie 
Cookie 
Town map 


= =— is me “. 
— 


SHess 
ray <a ‘ 


Cookie 


Sound Stone 
Cookie 
Cookie 
Hamburger 





Ut ==, Weap on > 
Weapon: (Not] »Cracked bat 
Body: {Notg None 
Arms: {Not 
Other: (Not 





Mr_ Baseball cap 
Cheap bracelet > 


nand Window 


This command allows you to look at all of your items. 
By selecting “Goods,” you view the items that you are 


carrying. By pressing left and 
right on the control pad, you 
are able to cycle through the 
characters in your party. You 
can then select items and 
Use, Give, Drop, or get Help! 
about them. 


This command is very important. In order to fight 
effectively, you must make sure that your strongest 


items are properly equipped, 
or in use. This command 
allows you to change what is 
being worn or held by your 
characters. If you buy some- 
thing at a store, you can 
equip it right then. 


This command allows you to view the health and 


attributes of your characters. There are a number of 
categories displayed on the status screen. Pressing 
left and right on your control pad allows you to look 
at the status of all your characters. 


=~ 


= 


Hit Points: 


Psychic Points: 
Experience Points: 
1020 Exp. for next level. 
*Press the -A- Button for PSI into. 





@ Level . 
Your current level as determined by 
how much Exp you have acquired. 


© Condition ee 
lf you're ailing somehow, it is indi- 
cated here. 


© Hit Points/Psychic Points 
Displays current levels as well as 
maximum levels. 


O Experience Points — 
The number of Experience Points 
currently earned. 


© Next Level 
The number of Exp needed to reach 
the next level. 


© Offense 


Displays offensive power using the 
currently equipped weapon. 


*& deadly PSI attack which only Ness can use 


elt sa psychokinetic wave generated by 


concentration that deals 


each enemy about 50 points of damage 





66/120 
11/ 
9344 IQ: 


Offense: 
Defense: 
opeed: 
Guts: 

46 Vitality: 


Luck: 


Q Defense — | 
Displays defensive power using 
currently equipped items. 


© Speed 
Displays current speed level, 
which Is important in escaping. 


) Guts . 
Displays the guts level, affecting 
your frequency of SMAAASH 
attacks. 


© Vitality | 
Displays vitality, affecting how 
fast your max HP increases. 


10 
Displays lO, affecting how fast 
your max PP increases. 


® Luck 


Displays Luck, which affects 
whether or not an attack on you 
misses. 


From the Status screen, you 
can also view the PSI powers 
that a character possesses 
by pressing the A Button. You 
can view Offense, Recover, 
Assist and Other types of PSI 
powers. Press the B Button 
to exit the PSI screen. 


EARTHBOUND 


town! There is a wide variety of monsters as well as 


ow to Fight 


In EarthBound, your travels will take you to many 
unusual and hostile places—even your own home- 


normal people that you must battle. Many regular 


animals and people have become violent because of 


the influence of Giygas over the evil in their minds. 


Monsters and evil citizens can be seen wandering around 


while on the main game screen. If a person is under an evil 


influence, their face will appear to be blue. Animals lurk 
everywhere and try to ambush you as you explore an area. 
Worst of all, there is a huge assortment of strange mon- 
sters that have been unleashed because of Giygas’ plot for 





If you decide you want to 
attack, or you are not able to 
avoid an enemy, a battle begins 
when you touch the enemy. 
Occasionally, other nearby 
enemies my join in on the 
fight, even though they were 
wandering around separately. 


+94 points of damage 
to Walking Mushroom &! 


Once you cause all attackin 
enemies to lose their HP, a “You 
Won" message appears. When 
enemies are defeated, they dis- 
appear, while a person or animal 
becomes normal again. You 
then gain expen points for 
winning the battle. 
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universal destruction. 
Below are screens 
detailing how a battle 
takes place. 


On the main game screen, you 
find enemies and others look- 
ing for a fight. They are often 
very fast and difficult to avoid. 
Try ducking behind a tree or 
another object to avoid a bat- 
tle, though this may not work. 





Once you have encountered an 
enemy, you enter the battle 
screen. You and the enemy 
continue to attack until one 
side is totally defeated. 
Complete loss of HP deter- 
mines when one side or the 
other is defeated. 





Hey! The battle swirl is a 
different color! 


As mentioned, you enter battle when you, or anyone 
in your group, touches an enemy. Since enemies are 
quite fast, it can be very difficult to avoid a battle. 
You should always, therefore, try to fight your battles 
so that you have the greatest possible advantage. 
This is accomplished by being aware of which way 
you are facing when you and an enemy touch. 


Face to Face 


If you touch an enemy from 
the front or side while you 
are facing forward or to the 
side, the swirl that signifies 
a battle will be black. This 
indicates that neither side 
has gained any special 
advantage, and the battle 
begins as normal. Most 
battles will occur in this 
manner. 





Goods Suto Fight 
Detend Run Away 


Your Surprise Opening Attack 


If you're lucky, you may be 
able to successfully 
approach an enemy from 
behind and force a battle 
before the enemy has a 
chance to turn around. In 
this case, the swirl preced- 
ing a battle might be green. 
You and your party will then 
get a free opening attack on 
the enemy before the regu- 
lar battle begins. 


The Enemy’s Surprise 
Opening Attack 


If you are approached by 
the enemy, and they attack 
you from behind, the swirl 
preceding the battle will be 
red. In this case, the enemy 
might get a free opening 
attack. It is very important 
to avoid this attack whenev- 
er possible, especially when § 
the enemies begin to get 
very strong. 








Battle Screen/Cc 


— 
\ 
the Battle Screen —_ 
appears. The enemy is in front of you, possibly in U la 


After you encounter an enemy, 


two separate rows if enough enemies are present. 
Two windows also appear, your HP and PP win- 
dow and the Battle Command Window. Your con- 
dition is constantly indicated by the HP and PP 
window at the bottom of the screen. 


Ness 


PBash 
PSl 


hoods 
Defend 


Auto Fight 


Run Sway 


Command Window 


The Battle Command Window is different for each 
character in the game. Use the Control Pad to move 
the cursor to the desired action and then press the 
A Button. Select the target of the attack, if applica- 
ble, and press the A Button again. To cancel a select- 
ed action, press the B Button. 


Ness (The Hero) 


Ness has a number of 
options to choose from as he 
is the leader of the group of friends. He is offensively well bal- 
anced, with strong physical as well as psychic attacks. Be sure 
to equip the strongest bat possible. A bat is Ness’s weapon of 
choice. 


Ness 
Bash 
Psi 


Goods 


Auto Fight 


Defend Run Axay 


8000060600 PSl @006000000 
Allows you to select a PSI attack, 


recover or assist power. Be sure 
to watch your PP level! 


ecocccee Bash eccccccee 


Bash deals damage to the enemy 
by use of a physical attack. A 
strong weapon results in greater 
damage done. 


eccooe GJOOdS eeceece 
Allows you to select an item and 
use it on the enemy. Some goods 
are very effective weapons, oth- 
ers aren't. 


eee Auto Fight vee 
The computer selects a course of 
action for you. To cancel Auto 
Fight, press the B Button. 


ecoooe Defend eeeccee 
Places you in a defensive position, 
which can minimize the damage 
that gets dealt to you. 


eecoe Run Away eeee 
As it sounds, this is your shot at 
running away from a battle. 
Sometimes you succeed, some- 
times you don't. 











and Window 


Goods 


Defend 


Pray 





(First Friend) 
For the most part, 
Paula’s battle commands are similar to Ness’s, with a single 
notable exception, the Pray command. If Ness is knocked 
unconscious, Paula also has the chance to select the Auto Fight 
and Run Away commands. 





eccccce Pray ecccece 


This command is very mysterious, and 
the effects can vary widely. Though 
potentially helpful, be careful! 


se 
— - 
oe anny 1K 
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jeff 
& Shoot Goods 


Defend 


Jeff (Second Friend) 


Jeff is not able to employ any 
psychic abilities, but he makes 
up for it by being able to fashion great weapons out of broken 
items. Though he is not a very strong fighter, Jeff is indispens- 
able to the success of the group. 


ecc0ece (500dS eeecee 


As mentioned, there are special 
weapons that only Jeff is able to use. 
Look for broken gadgets he can fix! 





eec0cce Spy eooecce 


A very special ability that allows 
Jeff to size up the enemy and 
report all weaknesses to you. 


rohit Gow) 
nue’s bracelet Biq bottle rocke 
WOK A Multi bottle rocke 
Multi bottle rocket 
Neutralizer 
Multi bottle rockel 


Moon beam qun 
Multi bottle rocket 





/BTalars pat Mirror 


POO (third Friend) = 
Prince Poo is a mystical fighter 
who has been trained in ancient martial arts. This makes him a 
very powerful fighter, and a big bonus when he finally joins the 
group. He employs the special ability to mirror that is awe- 


some, to say the least! 





ecoe Mirror eeee 


This special ability allows the prince 
to assume the shape of one of the 
enemy attackers. The effect is tem- 


porary. 





Rolling Hit Points 


One special feature of 
EarthBound is the Hit Point meter 
that decreases gradually. If you 
receive damage that will force you 
to lose consciousness, try to com- 
pletely defeat the enemy before 
your HP meter reaches zero. If 
you do so, you can stop yourself 
from going unconscious. 


Ab 


+The Atomic Power Robot was 


broken into pieces! 


Gorm 
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Phone Calls en 


It’s always a good idea to call your |i Equip Mom 
dad to save your progress in the == Fat ate 
game. You never know when you 
may accidentally wind up facing a 
strong enemy, so saving your 
progress will definitely help you. In 
the game, black phones are free, 
while other phones cost one dollar. 













Using the ATM 


Your bank account holds your hard- 
earned cash, and your ATM card 
allows you to withdraw or deposit 
money. Find an ATM at a Drugstore, 
Hotel or Department Store. 
Withdraw your money and buy those 
expensive, powerful items that you’ve 
been drooling over! 


Catching a Cold 


A cold is just one of the ailments that 
you may run across in the course of 
the game. Sometimes, you can pur- 
chase some type of treatment from a 
Drugstore. In the case of a cold, you 
may want to look for a Cold Remedy, 
to avoid going to the hospital. 


Teller hAachine. 
*Please select 4 transaction: 


> withdrayal 


deposit 





— see ee ee 


Doctor 


The Doctor is impor- 
tant because he can 
cure some of those 
nasty conditions you 
pick up. 


The Magic Butterfly 


If you are lucky, you will come across the 
elusive Magic Butterfly from time to 

time. If you catch the butterfly, a sense 
of relaxation comes over you, and 20 PSI 
Points are restored to you. These butter- 
flies have been known to inhabit caves. 





Healer 


The Healer can take 
care of conditions that 
the doctors can’t do 
anything about. Look 
for him! 


Nurse 


The Nurse is excellent 
at reviving someone in 
your group who has 
become unconscious. 


+The magic butterfly made 
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On Your Way 


Delivery Services 


During the course of the game, you may find that you need to have 
something delivered to you. Escargo Express is the local delivery com- 
pany, and your sister Tracy has a part-time job with them. Another 
delivery service is Mach Pizza, great at delivering a piping hot pizza to 
you, no matter where you are. 


ae 






*Wait a minute! Young man! 


Hint Stand 


One of the biggest helps that you 
can discover is the Hint Stand. The 
gentleman who runs the business 
seems to know what you’ve been 
doing, and what you need to do 
next. The hints may not be cheap, 
but they can certainly help you get 
out of a confusing situation. 


If You Miss Your Mom... 


Even a hero out to save the 

world can get homesick. After 

all, this is the longest you’ve 

ever been away from home! Nant), 

The best cure for those bouts 

of loneliness is the gentle voice 

of your understanding mom. : 
The great thing is, she’s just a 

phone call away... 


can give you & great hint 





Hess 
| cha -] ee 
Homesick 
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Offense: 
Detense: 102 
Speed 32 
Hit Points: 304 / 304 Guts 
Psychic Points: 108/ 108 Vitality 
2869626 IGh: 





Experience Points 
36600 Exp. tor next level Luck: 
+Press the -4- Button tor PS info 
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Imagine the earth as you know it changing overnight into an 
alien planet where people are not what they seem to be, and © 
where familiar places suddenly become foreign. That is exact- 
ly the situation that Ness finds himself in when he is awakened 
by a thunderous crash that rocks his house violently. = 


<< an i 








LI M 
| it, too, blocked by policemen who tell 
M him to go home and go back to bed. 
Near the scene, he also runs into his 
bothersome neigh- 
Nestled in his cozy bed 1 § bor, Pokey, who is 
at his home in the small town ee eee pestering the police. 
of Onett, Ness is lost in “eae §=After talking to 
dreams of cookies and bright- [Rigas Ss everyone, including 


*h4y land! Who could be 
knocking at the door at this 


time of night? 


Won't you help me tind 


Picky? 









No 


ly wrapped birthday presents | 7 one man who knows that he’s in big trouble if he 
when, suddenly, a violent claimed to be the doesn’t find his brother and take him 
crash breaks the peaceful first person on the home before his parents return. He 


silence of the night. Sitting : 

bolt upright in bed, he rubs his eyes, #651 +Clear out. Get out of my 
then rushes downstairs to find out : 

what could have caused the tremen- 

dous tremor that ripped him from 


sleep. Also alarmed, his mother is ee eS eee pet 


already downstairs. Ness is 
eager to i 


¢ 


scene, Ness returns home to 
report his findings to his moth- 


—- we ac uc ts ee. 


er, then he goes back to bed. Just begs for Ness’s help. 
as he drifts Ness agrees to return to the 
*Welcome home, Ness back off to crash site in the meadow near town. 
er reluc- sit inat neces se 0 to tak sleep, though, He sets out with his dog, King, and 


about it tonight 


tantly allows him to ee someone Pokey. At this time of night, with the 
leave, but only after he 3. « ier 4 pounds on the police busy in town, monsters are 


changes out of his pjs. : a eee door. He opens 

Once outside, Ness finds = CP it to find a dis- 
his small town all abuzz over heh) Ppp Ape traught Pokey 
a meteor that has crashed to on the door- 
earth just a short distance step. It seems 
from town. The police have ) : # that while 
constructed roadblocks at all Pokey was hanging around the crash 
entrances to the town, and no one is site, his younger brother, Picky, disap- 
allowed to come or go. When hetries _—_ peared. Because Pokey was supposed 
to get close to the crash site, he finds to be taking care of Picky, Pokey 


: 
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APS 
> “lf ha-! 


+Oh! 


*You woke me up... 











a 


*not... 
+l’'m from 10 years in the 
tuture. 


lurking in the shadows. The boys fend 
them off with King’s help, and when 
they reach the meteor, sure enough, 
they find Picky. They plan to high-tail it 
home, but before they can leave the 
area, an eerie column of light pierces 
the dark sky just above the meteor, 
and they hear a peculiar buzzing voice 
address them. 

Buzz Buzz, the 
bee-like creature 
behind the voice, 
tells them that he 
has come from the 
future, ten years in 
the future, to be 
exact. He tells of 
devastation at the 
hands of Giygas, the 


ancient times tell of three 
boys and a girl 
+who defeat Giygas. 


‘wae a oes. 5, STE My 
ot, bln Sa. 


i \ “ . 
f ; . % in = 


ees 


universal cosmic destroyer. He says 
that the people in the time and place 
he comes from tell a legend that says, 
“When the chosen boy reaches the 
point, he will find the light. The passing 
of time will shatter the nightmare rock 
and will reveal the path of light.”’ Buzz 
= believes that Ness is the chosen 











: 
boy, and that the meteor por-_ 
tends that Giygas’s evil plan has 
been set in motion on earth. He 
believes that if Ness begins to 
counter Giygas immediately, he 
might have time to save the 
earth from devastation. The leg- 
end also says that three boys and a 
girl defeat Giygas. He advises Ness 
that three things are of utmost impor- 
tance: wisdom, courage and friendship. 

Buzz Buzz joins them as they 
head home, and it’s a good 
thing, too. On the way, 
they’re attacked by Star 
Man Jr., one of Giygas’s 
henchmen. Buzz Buzz pro- 
tects the boys using a psy- 
chic shield during the ensu- 
ing battle. When they 
defeat Junior, Buzz Buzz 
warns them that they'll be 
facing not only soldiers sent by Giygas, 
but also humans and animals that have 
been possessed by Giygas’s evil forces. 

When they reach Pokey and 
Picky’s house, their parents are 
already home, and the two boys are in 
big trouble. They’re sent to their 
room, leaving Ness and Buzz Buzz to 
deal with the angry parents. Buzz Buzz 
isn’t around for long, though—Pokey’s 
mother mistakes him for a dung beetle 
and promptly grounds him with a fly 
swatter. In his waning moments, Buzz 
Buzz gives Ness some final advice. 

He whispers, “To defeat 
Giygas, your own power must unite 
with the earth’s. The earth will then 
channel your power and multiply it.” 
He tells Ness of eight points, or sanc- 
tuaries, that he must visit. And with 


rr (4 
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*Before | pass on, | want to 
give you something... 
elt is the Sound Stone. 


' 
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his dying breath, Buzz Buzz gives Ness 
the Sound Stone, a sacred stone that 
records the songs of the sanctuaries. 
Now Ness must pursue the adventure 
on his own, and following the advice 
of Buzz Buzz, he sets out for the city 





of Onett and the legendary sanctuary 
known as Giant Step. 

In the traveler’s almanac that fol- 
lows, trace Ness’s steps as he jour- 
neys all over the earth, battling 
Giygas’s evil influence at every turn. 
This complete traveler’s companion 
points out places of interest in every 
region and recommends the best 
restaurants to dine in and the best 
places to shop. It’s your complete 
guide to Ness’s world—when you're 
EarthBound, you won’t want to be 
without it! 
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ONETT TIMES 





VOL. XXIII 


ALL THE NEWS THAT?’S FIT TO FIT 





MYSTERIOUS METEORITE 
CRASHES NORTH OF ONETT 





Late last night, the town was 
rocked by a meteor that crashed 
to earth just north of Onett. 
There were no witnesses to the 
collision itself, and the police, 
suspecting that aliens were on 
board, immediately cordoned off 
the site and constructed road 
blocks to keep any unauthorized 
beings from coming or going. 
Many people awakened by the 
crash tried to get a glimpse of the 
mysterious chunk of flying 


debris, but the boys in blue kept 
them at a distance. No one actu- 
ally admitted to seeing aliens 
coming from the meteor, but 
with some of the strange happen- 
ings around here lately, it’s cer- 
tainly possible that extraterres- 
trial beings are at work. Some of 
them may even be people you talk 
to on the street today! Be sure to 
pass along a friendly Onettian 
welcome to the visitors, no mat- 
ter what they look like. 


THE SHARKS CLAIM, “REFORMED!” — 


Long-time bad boy Frank, 
leader of the notorious Sharks 
gang, claimed today that he 
and his gang have reformed. 
Long known for terrorizing 
women and children, the 
Sharks claim that they will be 
organizing a food drive next 
month. The surprising turn- 
about came at the hands of 





Ness, who thumped the boys soundly and made them promise to devote 
their time and efforts to worthwhile causes henceforth. 
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GIANT STEP SAID TO 
HOLD PSYCHIC POWER 


Scientists announced today that 
Giant Step holds a strange psy- 
chic power, confirming suspi- 
cions held by many Onettians 
for decades. When pressed, the 
scientists declined to identify 
the source of the mysterious 
power, but those who have expe- 
rienced it assume that it comes 
from the foot of the giant who 
left his footprint there. Not all 
are able to experience the power. 


POLICE ATTACK 
INNOCENT BOY!! 


* There is no way | can beat 
you in a straight competition, 





Five policemen, under the direc- 
tion of Chief Strong, ganged up 
on a local youth who, they claim, 
was trespassing in closed terri- 
tory. To their surprise, the boy 
trounced them all, including the 
chief. It was caught on video by 
a bystander and will be aired on 
this evening’s news. 


DON'T MISS THE 
VACATION HOME OF A 
bt : 








IT’S THE PERFECT SECOND HOME! GET 
AWAY IN STYLE IN YOUR OWN OCEAN- 
FRONT RETREAT! 


LIE’N’CHEAT REAL ESTATE 
Call Now! 1-800-111-1111 









WRAVE DZ& SHOPPING GUIDE 


Nestled in a northern’ meadow, Onett is a 
pleasant village with a small-town atmosphere 
that is relaxing at any time of year. Spring, 
summer, winter or fall, it makes a great place 
to get away from it all: When you visit, dont 
miss the crater south of town. 





STATE.OF THE 
ART &nGA DE 
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*Population: 


a<= 


People sicnaeatnatine 3,500 

DOGSi. ..casendemace ars 2 

«Average Temperature....7 2 F 

Onett has a great arcade in *Annual Rainfall 01000 10” 


the downtown area. It has all 
of the biggest arcade titles, 
including, of course, the latest 
and greatest of them all, Killer 
Instinct. Players from all over 
Onett get together every after- 
noon, so if you’re traveling 
with kids, be sure to put a 
stop here on your “to do” list. 


GIANT STEP 


Just north of Onett is an unusual land formation that looks, quite literally, as if it 
were a giant’s footprint. Of course, many local legends abound about its origin. It’s 
a tourist favorite. 
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Scenic Vistas 


The people of Onett take great pride in their 
small hamlet. The streets are meticulously neat 
and are lined»with towering maple trees that put 
on an incredible show in the autumn when their 
leaves turn to brilliant shades of 
yellow and orange. Be sure to 
take a short side trip to the 
coast just west of town to see 
m™. the beautiful view from the 
bluffs. During the summer 
<— ff months, when weather per- 
> mits, a local musician plays to 
entertain visitors as they enjoy 
the view. 
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SEASONAL ROAD CLOSURES 


: Be sure to call ahead BLUE PROTECT HISTORIC LIBRARY 
black, either! when you're planning a AND SERVE 


*Onett is famous for 


trip to Onett. The Don’t miss Onett’s extensive library, 


roadblocks! : : 
police construct barriers 


whenever there’s a hint 
of safety hazards on 
roads leading to or 
from the city. 





Onett has a fine police force that 
keeps the streets safe for visitors and 
residents alike. When you see one’ of. 
the public servants on the street, be 
sure to stop and say hello. 
Sometimes an officer can give you 
tips on things to do or see. 





which is a rich source of local histo- 
ry as well as maps that they give 
freely to visitors. Take your time 
exploring the stacks. 
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Welcome to-the small city of Onett, wheresyou'll bexgreeted 
by cheerful, sunny streets. Visit all of the city buildings and 
private homes to learn about the real Onett. 


ONETT DRUGSTORE 


Everything for your aches and pains 








Before leaving the northern neighborhood, where 
Ness’s house is located; and heading for downtown ae 
Onett, return to the small cabin on the trail to the 
meteor landing site and talk to'theman inside to learn 
about an interesting treasure. 





eCOLD REMEDY 
eCRACKED BAT 
e¥0-Y0 

eCHEAP BRACELET 















BASEBALL 
CAP 








: ha 
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BURGER BARN 


wale ae FRUIT JUICE ..........$4 
mts COFFEE ...........000002.$6 
meee FRENCH FRIES ......$8 
HAMBURGER ......$14 










\. ©.” PHOTOGRAPHER 
ge” 


<i Smile! You’re on less-than-candid camera! Every so often 
on this version of earth a fanfare breaks out and a black-coated 


pre, =photographer drops from the sky. § 
SDietirooitaien Strike your best pose, say “Fuzzy | 
instantaneously! 













Pickles,” and let him capture your 
image, where you are, as you are. 
He’s keeping a traveler’s log and § 
taking photos of important events 
on your journey. When you finish 
the adventure, perhaps you'll 
have an album to remember 
everything you did. 


=aa2hahaen eae 









*Look at the camera... 
*Ready... 
*Say, “Tuzzy pickles.” 


rere 
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ONETT PUBLIC LIBRARY 


Don’t miss a visit to the Onett Public Library. The librarians 
there are very friendly and helpful. You can learn about con- 
troller functions as well as about the city of Onett. One 
library clerk will give you, free 
of charge, a map to the area. 
You'll refer to it frequently to 
§# make sure that you don’t miss 
any important points as you 
“S)} explore Onett and its sur- 
rounding region. Don’t miss 
the seaside. 





Pick up a map so you'll know | 
how to get around in Onett. 


+ magic buttertly! 
*lf you get close to a Magic 
Butterfly, all your fly away, 


eBUTTER ROLL........$12 
SKIP SANDWICH ....$38 
eLUCKY SANDWICH ..$128 





Learn about Magic Butterflies in 
one room upstairs. 





TRAVEL oTEPS 


While you’re in the environs of 
Onett, you should try the activ- 
ities listed. If you follow the 
chart items in the order listed, 
you should have no problem 
completing them all. Start by 
talking to Pokey at the meteor 
landing site, then return home 
and wait for the knock that 
starts the chain of events to fol- 
low. 


Talk to Pokey at the 
Meteor Site 


Go home and go to bed 


Get the Cracked Bat from 
Tracy's room 


Enlist King’s Help 
Find Picky 
Talk to Buzz Buzz 


Get the Sound Stone 
from Buzz Buzz in 
Pokey's house 


© 


Get a map of town 


© 


Defeat Frank 


Get a Key to the cabin 
from the Mayor 


Defeat the Titanic Ant 


BY 4 Learn the Sound at the 


Giant Step 
© 


Fight the Police 


EARTHBOUND 


SECRET.CLUBHOUSE 


If you walk,into the»wooded area behind the Library, 
youll meetiaskid Who asks you if you want to take his 


SUDDEN VICTORY 


Unlike most RPGs, this one doesn’t make you fight all of your own bat- 


place guarding thesGlubhouse. He’s just kidding, and he 
won tilet you.even if you offer, but if you search in the 
trees dirfectly’below the Clubhouse, you'll find a hidden 
path.that.léads into it. One of the kids inside will give 
= Nt Ness a Baseball Cap that 


tles. If you by far outclass an opponent that approaches you, the 
game automatically gives you the victory and even gives you the expe- 
rience points that you would have won had you fought the battle. 
When you are much stronger than the opponent, you won’t even 
enter a battle scene; instead, the words YOU WON will immediately 
figs on the screen and you'll be credited with the win. 





he can use for protec- 


DRUGSTORE 


Drugstores have ATMs 
and telephones, and they 
generally also have clerks 
who sell medical supplies 
and armor. While you’re 
there, you can call home 
for cash, withdraw it 
from the cash machine 
and use it to buy supplies. 





POLICE STATION 


When you first visit the Police 
Station, no one will be very help- 
ful or have anything very interest- 
ing to tell you. Just talk to every- 
one and note what they say. 
Later, when you return from the 
Giant Step, you'll have your 
hands full at the station. 


THE BAKERY 


When you're running low on energy, and 
before you set out for side trips, stop off 
at the Bakery to buy some Rolls, Cookies 
or Sandwiches. They'll refill your energy 
and put you back in the pink. 





CHECK THE 
TRASH CANS 


Although you normally might avoid 
Trash Cans while on vacation, it’s a 
good idea to look in the ones in Onett. 
Inside, you might find valuable items 
that will be helpful to you. Nevermind 
how it looks—it’s worth the effort! 





CITY HALL 


Something’s up at City Hall, and.it's*ndot theamorale of — 
the workers. For some reasonsimost of them are unhap- = 
_pyewith the Mayor. If you try to see the Mayor now, 
_ you'll be. turned away—by a police officer. The secretary 

| tells YOu, that, you ‘need to have an appointmént, but, shes 
Won't make one for your" You'll have to comerback later. 





ee 5 SNS GHET SRW : 


HOTEL ONETT “So -vieweRonT PROPERTY 
low on energy If you follow the trail that leads to the 
and PSI Power, west of town, you'll come upon a sea- 
spend the night side cabin that’s for sale. The real 
at the Hotel estate agent there will give you the 
Onett. It costs gemq hard sell, but 
$35 per night, “ety don’t fall for it. 
but it’s a bargain. When you wake, be move) The house may 
sure to get a copy of the morning j have a great 

view, but it’s no 


newspaper. 
bargain at $7,500. 


*Here we go!l 


+ There is a Hamburger inside! 
*Ness takes it. 
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says that there’s a 4] | 
tough guy at the 
arcade who calls the might be a nice place 
shots with the gang t you won’t want 
around town, the ou clez 

Sharks. As you walk 
around town, the 
boys in black will pick 
on you, so keep a 
wide berth unless 
you're trying to build 
your experience 
level. When you are yet i 
building experience, . glad that Buzz Buzz is 
take them all on. paar se acta be 


Gossip around town 5 ! i 


HP...200 / PP...999 / SPEED... | 
OFFENSE...1 1 / DEFENSE...10 


After you’ve thoroughly checked out the town, and , Squawking Spiteful 
eee when you're fully stocked with supplies, head for CEOS ye Pt gee 
vourare? the arcade. This state-of-the-art fun palace is a . alsewhere. Don't le 

two-story facility packed with the latest arcade them str Ke yO 


games. Downstairs, you'll have to fight a couple of 
Sharks who don’t like strangers trodding on their yattle when yot 
turf. In the yard behind the arcade you'll find Frank, ace to tace 
the leader of the Sharks. When you talk to him, 
the fight will begin. And when you think the fight is 
3 over, think again. 
auto Fight | tanks became Frank is backed up 
| 10 har Frank by Frankystein, a Natchout torSnakes 
maniacal robot, and 1 the grass as you're 
you'll also have to 2 Dep f 
defeat him to tame quickly to strike, so @ 
the Sharks. lake sure that yo ‘J 


t them heac ) 
a 
Bash Goods Auto Fight 





HP...18 / PP...0 / SPEED...2 — 
OFFENSE...3 / DEFENSE...4 
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OFFENSE...4 / DEFENSE...5 


#16 nomts of d4ainage ' PPT: 


rt 
to Frankystein tAark I 
A i 
= Frank thinks hes one tC 
j a TnT rot wns. 7 
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HP...63 / PP...0 / SPEED...7 
OFFENSE...12 / DEFENSE...17 
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Fe Gages al Giant Slep 


\Afteryou defeat Frank at the Arcade, go to the Mayor’s 
office This time} hjSSecretary will greet you warmly and 
AMiteyoUeUpstairsito meet the Mayor. He'll be so grateful 
you for taking care of those pesky Sharks that he'll give 


AP hoe cabin north of town. The cabin was 


~ 


fockéd.tipbecdusé the Sharks had trashed it. It’s still a 
mess, but that doesn’t matter—you’re only going to walk 
through it, not stay there. 


GIANT STEP 


<p SASS ’ 


. aA ‘ 
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GIFT BOXES 


@ SKIP SANDWICH 
@ COLD REMEDY 
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BUGS ‘N’ SLUGS 


Watch out for tiny enemies inside the 
caves. Even though they’re so little you can 
hardly see them, they attack fiercely. Well, 
the slugs might not be fierce, but they’re a 
pain because they attack in numbers. The 
Black Antoids are fast and nasty. 


Goods & Suto fF ight 
Detend Run &.way 
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BUTTERFLIES 


Take the time to chase down a Magic Butterfly if you 
see one fluttering in the area. Catching one will make 
you relax, and it refills your PS! Power completely. }7 
Because you'll use lots of PP fighting groups of enemies | 
at one time, the Butterflies will be very helpful. 


+The magic butterfly made 
Hess relax. 












When you see the Shining Spot, you'll *This is the first “Your 
be near—not at—your goal. Before 
you can pass through the Spot, you'll 

have to defeat the Titanic Ant. The huge Ant is 
flanked by two smaller Black Antoids, but they'll 
waste their PS] Power 
by casting Lifeup even 
if they don’t need it. 

By now, Ness should 

have the Drill PSI 

Power. Use it before 

the Ant can put up a 

shield, then keep 

Bashing away until 

you squash the titanic 

bug. Only when 
you've defeated the 

Ant will you be able 

to pass through the 

doorway to the Giant 

Step itself. 


¢HMess tried PR POWERa! 


SOUND STONE 


The stone that Buzz Buzz gave Ness just before he traveled off to the big 
bug zone in the sky is a memory stone of sorts. When you reach sanctuar- 
ies, such as the Giant Step, it will record the sound you hear there so you 
can play it back at any time later. Exit the cave after defeating the Titanic 
Ant, walk to the big footprint and the Sound Stone. You will hear a special 
melody. As you listen to it, the Sound Stone will record it. You will collect 

several other sounds on your 


=: journey. 
small, cute puppy. 


Ness ’s Sound Stone recorded 
the melody of the Giant Step. 


5 ee” Gee od 








; e ad Bt 
a 
t _ on at 


¥ 
a2 


— a 
yy, " F a 





Sanctuary.” But it’s mine 












ENEMIES 


POGO PUNK 


There are several Pogo 
Punks loitering on the 
streets, and 
they don't like 
it when you get 
in their way. 
Steer clear or 
prepare to 
fight. 






HP...35 / PP...0 / SPEED...3 
OFFENSE...8 / DEFENSE...10 


YES MAN JR.” b. 










The Yes Men Jr. swing ye 

mean hoops. They're part . © 

of the Sharks 

gang, and they &¢ 
tend to hang % 
with other members of the > 


gang. You're in for a brawl. 
HP...33 / PP...0 / SPEED...4 
OFFENSE...8 / DEFENSE...9 


SKATE PUNK 


_ The Skate Punks are also 
Sharks, and like 

' the other gang 
~~ members, they're 
always spoiling for fights. 
Fight them to build experi- 
ence so you'll be ready for 
Frank. 


HP...31 / PP...0 / SPEED...5 
OFFENSE...7 / DEFENSE...8 


BLACK:\ANTOIDS> @ 


When you venture into 
the caves, you'll have the 
distinct displeasure 
of meeting the Black 
Antoids. They're 
small, quick and they 
attack in teams. 


HP...34 / PP...25 / SPEED...4 
OFFENSE...14 / DEFENSE...13 
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_ FRANKYSTEIN 


When you defeat 
Frank, youma 
think that you ve 
» brought peace to 
) Onett. Think 
a 


~r 


again—Frank has 
'_.  asurprisein 
"am ~ — Store for you. 
It's his robotic 





buddy, 

~ __ Frankystein. 
ae 

 HP...91 / PP...0 / SPEED...4 
OFFENSE...15 / DEFENSE...18 
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C PIES ST ee AEST IN PO 


FRANK IS REFORMED 


Perhaps he’s trying to make up for all the trouble he 
a] * You look much stronger was earlier—whatever the reason, Frank appears to 
have changed his ways. Instead of attacking you, Frank 
pare will now helb you out when you approach him in the 
in big trouble. An ) yard behind the arcade. Step 
officer will be iy in ns me} “Ness, you're now stronger up and have your energy 
waiting there for inenemueen! refilled whenever it begins to 
you, and he'll run low. That’s fabulous, 
order you to go Frankie. 

to the Police 
Station. 






























After you defeat the Titanic Ant, the enemies 
that attacked you on your way in will flee from 
you as you work your way to the exit. Once 


= you reach the exit, Would you like to rest? 
+Hey you, the board says “Do though, you'll be Ve: 


No Enter.” Couldn't you read 


beginning 


IES eRe ED TS EP ATE OO RS AI 









5 eerie Before you follow the policeman’s orders 
You must be shaking in your and go to the Police Station, call Ness’s 
pata father and spend the night at the Hotel. 

Stock up on supplies and be sure that you 
have powerful tools equipped. Then, enter 

the station and talk to the Captain Strong. 

You will immediately be escorted to the 

room that was empty when you visited the 

station earlier. Captain Strong challenges 
you to fight his five meanest officers—and 
he won't give you much choice in the mat- 

SOR CR ter. One by one, they'll give you a pounding. If 

you survive the fights against the officers, 

Captain Strong himself will challenge you. Keep 
Ness’s energy up and try to outlast him. In the 

end, beating the Captain is your ticket out of 

town. 






+qget ready for my “Super Ultra. 
tdambo-Tango-Foxtrot martial 


+ mon! 
Irn qoing to take you apart 
right here, right now, baby! 


*Oh...you won... 


+He’s akid in ared cap... +Well, | got the okay from 
want you to open the road to Chief Strong to let you 


When you defeat Captain Strong, he'll use his radio Swen 
Twoson tor hin... through 


to call ahead to the officers who are guarding 
Onett’s south exit. Now when you go to that exit, 
the officers will stand aside and let you pass, but 
before you do, stock up on supplies and stay at the 
hotel. Afterward, head south to the village of 
Twoson. 
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On your way to Twoson, stop off at 
the little house by the side of the 
road and talk to Ma Mouse. If you 
have an opening, she'll persuade you 
to take one of her little ones along 
with you. Later, if you’re stuck in a 
maze of some kind, the Exit Mouse 
will find the quickest way out. The 
little rodent really is handy to have 
along, so don’t miss out. Go outside 
and drop something if you have to 
in order to free a place in your 
inventory. 


*He may look like regular, srnall 
mouse, but he can lead you to 


an exit 


e(Vill you take one of my sons 
along? 5 


A oe hao 
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After you enlist the aid of the 


Exit Mouse, continue on the path Ie 
to Twoson. There is one Gift wots ee 
Box to find along the way, but bs ae 
there are several mushrooms to ye ES 


MORE 


avoid on the twisty path. At one 
point, the path will duck into 
some trees. Don’t worry—you 
won't be attacked while you’re in 
the dark, and when you come 
out, you'll be safely in Twoson 
territory. Talk to the Mole hang- 
ing out near the forest exit to 
find out about some of the ene- 
mies in town. If you’ve been 
infested with fungi on 
the journey, make the [RINE 
hospital your first stop. a= ees = 
The man inthe lobby & pe 


SERA AD ANDRE 


‘ 


there can cure what 
ails you, but actually J 
getting to the hospital « 


in your confused state 
can be a challenge. 





ENLIST AN EXIT MOUSE 















ENEMIES 


CROOKED COP 


Before you head out of 
town, you'll have a 
showdown with five of 
Onett's finest. Before 
you set foot in the 
police station, be sure 
to stock up on supplies. 


HP...75 / PP...0 / SPEED...5 
OFFENSE...15 / DEFENSE...18 


CAPTAIN STRONG 


After you take 
out all of his 
henchmen, you'll 
come face-to- 
face with the wily 
Captain himself. 
Strong is what his 
name implies, so 
keep your energy 
up. 











OFFENSE...20 / DEFENSE...24 
i re. ss: The mice in the caves 
,@ pack, sometimes attack 
A“. solo. It doesn't matter 
~_ how they mount their 
they re mean. 
) HP...36 / PP...0 / SPEED..5 
§ OFFENSE...7 / DEFENSE...20 
Slow-moving slugs 
usually attack in 
packs. They don’t pack 
they can be dangerous 
just because of their 
numbers. Use a PSI 


HP...140 / PP...0 / SPEED...15 
sometimes attack ina 
offensives, though, 
ATTACK SLUGS 
much of a punch, but 
attack. 






HP...30/ PP...6/ SPEED... 
OFFENSE...9 / DEFENSE...2 


TITANIC ANT 


The first major 
enemy youl 
encounter on 
this journey Is 
the Titanic Ant. 
To sink it, you'll 
have to use 
both PSI 
attacks and 
regular Bash 
attacks. 


‘ 


) 
HP...235 / PP...102 / SPEED...6 
emg OFFENSE...19 / DEFENSE...23 
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MISSING GIRL 


JUNE 6, 199Xm 





RESCUED FROM CULT 


A local teenager was rescued yester- 
day from the clutches of the Happy 
Happy Village cult by a heroic youth 


named Ness. The 
Happy Happy Cult, led 
by Mr. Carpainter, has 
been active in Twoson 
andthe Happy Happy 
Valley where cult 
members have painted 
the town blue. Paula, 
the daughter of the 
owners of Polestar 
Day Care, was abduct- 
ed several days ago in 
Twoson by Happy 
Happy cult sympathiz- 
ers. The girl used her 
remarkable telepathic 
abilities to lead Ness to 











the location where she was being held 
prisoner. Once Ness reached Happy 
Happy Village, he searched the cult hall 


and reportedly fought 
several Happy 
Happyists before 
reaching Carpainter’s 
shrine. The cult leader 
was unwilling to hand 
over the keys for 
Paulas prison cell to 
Ness. Ness then bat- 
tled the false prophet 
and won the key, 
releasing Paula soon 
thereafter. When the 
two young heroes 
returned to Twoson, 
there was great rejoic- 


ing. 








RUNAWAY FIVE TOUR 
LEAVES TWOSON 


After an By 
extended rat 


ANE AGE ALVA bat eA 


At the Meager Livin’ Farm, you 
won't get milked. In fact, you can 
stay free overnignt. Just look for 








sta of 

S ee eral the friendly cow outside. 

Lu us THIS CRAZY 
the famous " OLD GUY 
Sao 3S _ WILL LET 
group, the Runaway Five, is set to ™ YOU STAY 





leave town. Owners of the theater 
where the group had been perform- 
ing said that the Five had owed them 
money, Out that a mysterious bene- 
factor had paid off their debt of 
$10,000. 
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HAPPY HAPPY 
VILLAGE HAPPY 
ONCE MORE 


With the humiliating defeat of Mr. 
Carpainter at the hands of Ness, 
most of the cultists who had 
moved to this once-peaceful 
town have suddenly lost the faith. 
Work has already begun on the 
renewal of the town, which was 
painted entirely blue by the 
fanatic followers of Carpainter. 





INVENTIVE KIDS 


Twosons renowned inventor, the 
Apple Kid, revealed today that he is 
working on his next great invention— 
LAOMMLO Me 
Papen phe 
Pencil eraser 
was a Chal- 
lenge, but 
this zombie 
trap is even 
more diffi- 
cult. 


WINDFALL 


The youth from Onett, whose self- 
proclaimed mission to save the earth 
brought him to Twoson, today 
received $10,000 dollars from a 
reformed hoodlum in Burglin Park. 
The money was given to Ness with 
no strings attached, in small, 
unmarked 
bills. Ness 
revealed 
that he 
knew exact- 
ly where he 
was going 
with the 
money...to 
the theater. 
































GUIDE 


Sunny streets and a year-round mild cli- 
mate beckon travelers to Twoson. There is 
plenty to entertain them in town and near- 
by. It’s a town that should be on everyone's 





The people of Twoson are especially conge- 
nial and will tell you all about their fair city if 
you ask them to. Just talk to everyone you 

run into and find out everything of interest 

happening while you're there. “Ae 
CATCH THE RUNAWAY ° 
FIVE IN CONCERT 


The famed Runaway Five appear in 
concert nightly at the Chaos Theater. 
Tickets sell out fast, so buy early. 


1 8b 
i, RUNANAY FIve 39 
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GATEWAY TO. PEACEFUL 


REST. VALLEY 


Although there is.plenty to do in 
town, Twoson is also Known as~ 
the Gateway to Peaceful Rest 
Valley, a beautiful site east of 
town. Its unusual inhabitants include Lil UFOs and Spinning Robos, 
interesting sights on their own. A pleasant stream runs through the 
valley, which. is a great place to hunt for wild mushrooms. 


wi 
AD: 











itinerary. Don’t miss it! 


POPUIATION ..ececsserensinanien 3,711 
BB OG Stisndvcnactus nthe ote | 
«Average Temperature....7 2 F 
Vendors in Park... 10 
sMushr Gain Sia.cceecereteece a 15 


SHOP THE FLEA 
MARKET 


Don’t miss the Flea Market in Burglin 
Park. You'll find all sorts of curiosities 
for sale there, some of them very rare 
and valuable. It’s open daily during 
daylight hours. The park is a popular 
gathering spot for locals, too. 
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ketplace where goods of all kinds can be bought and sold. kt be 
economy draws traders in, and its lively nightlife keeps the we 
tained. 
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Defense Spray........ 

Rust Promoter ........ $89 
Travel Charm............ $60 
Copper Bracelet....$349 
Broken Spray Can....$189 
Broken Iron............ $149 












ENTRANCE 


[4 EVERDRED’S HOUSE BK] BANANA SHOP f) BAKERY 
[EGG SHOP fe} TOOL SHOP GY CONDIMENT SHO 
fd ANTIQUE SHOP FJ THRIFT SHOP 
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TRY-A’BIKE 


When you first.get to town, go 
to the Bicycle/Shop that’s right 
next to Hotel Twoson. The 
manager. of the shop is very 
friendly, and*he’s generous, 
too. He’ll offer to let you use 
one of his bikes, as long as you 
don’t try to ride double on it. 
It’s faster than walking, so give 
it avtry. 








The 
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BLUE BADDIES 


There are some strange (and unhap- 
py) bad guys wandering the streets of 
Twoson. You can quickly identify 
them by their blue faces, so if you see 
them coming, either steer clear or 
prepare to fight. You'll run into more 
of the baddies’ buddies when you 
travel to Happy Happy Village. 
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awe ee | DEPARTMENT STORE 
RURGER SHOP 

eFruit Juice .......... $4 eCoffee.............. $6 
eFrench Fries.......$8 *Hamburger....$14 


EIBAKERY 
eLucky Sandwich ..$128 ¢Bread Roll ....$12 
eSkip Sandwich $38 e¢Cookie ............ $7 


EIDRUG STORE 
eCold Remedy ....$22 
Teddy Bear ......$178 
eFry Pan .............. $56 
Cheap Bracelet ..$96 
eBaseball Cap ....$19 


eTee-ball Bat $48 
Slingshot ......$89 
eRibbon .......... $89 
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Pt ounenin praiteanie $4 
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wich...$38 Cup of | Coffee. pl 
wich... 128 Roll... bie — nen 2" 
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PTOCOA vvvvcvcevvevsnr 4 
PCE cevecvvcsvrei4 


Parsley v.00. §2 
Hot SAUCE Salt ecm $2 





TRAVEL oTEP5 


Be sure to take part in the activ- 
ities listed below while you're in 
the Twoson area. You don’t nec- 
essarily have to accomplish the 
tasks in the order listed, but it is 
the most direct route through 
the events. 


Defeat Mr. Everdred in 
Burglin Park 
© 


Give $200 and food to the 
Apple Kid 


Go to Peaceful Rest 
Valley 


© 


Examine the Pencil 
Statue 


© 


Return to Twoson 


Get the Pencil iT 
Device from the Apple Kid 


Return to Peaceful Rest 
Valley and remove the 
Pencil Statue 


Continue to Happy Happy 
Village 


© 
Get the Franklin Badge 
from Paula 


Defeat Pokey’s Friends 


Defeat Carpainter and get 
the Jail Key 


© 


Free Paula 


Go through the eastern 
caves 


© 
Defeat the Mondo Mole, 
get aie’ Melody 


Return to Twoson 
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= 26 we mi ESS.” 
S aA NGE DURES MS AT 


VEOTEL AWOSON 


(Vinen Ne: Ks ai 
asea setange dreafn that will haunt him 


“Ay 8 He~stays. In his dream, he 
hears a girl ¢alling@ut to him for help. 
The weird thing is that he doesn’t even 
know this girl. He can tell that she’s in 
trouble though, and it puzzles him. The Eta 

longer he stays in town after first hearing | IEiwewacurmr an cm rec 


the message, the more frantic he MBIA SA CAS 


becomes to find out about the mystery . 

girl. As he wanders around, he learns RU NA\ , oN " 
about a girl missing from town. Her 

name is Paula, just like the girl in the 
dream, and she’s beloved by the kids at FT \ / H 
the Polestar Preschool. Although Paula’s 

father suspects that Mr. Everdred had *Can you hear me calling you? 


j i ; i ~ el am Paula... 
something to do with Paula’s.disappear a = 


ance; there is no evidence to prove that a | = EVERY NIGHT 


he did. All Ness knows at this point is 


that he needs to get to the bottom of 
aoe Chaos Theater 


WATCH'FOR WILD. SHROOMS 


While walking around town, you might be attacked by Evil Mushrooms. If you fall victim to 
their Spore Attacks, you'll know it, because a mushroom will begin to grow out of Ness’s 
head and you'll lose control of him. Get to a hospital as quickly as you can and have the 
healer there remove the mushroom. He'll even pay you for letting him keep the fungus! 







Fiotel Twoson, he 

















Goods Auto Fight 





To Walking Mushroom = | Could you sell me the 
¥ mushroam 
*growing on top of your head? 







POLESTAR PRE 


When you yisit the Polestar Preschool, you'll hear the bad 
news about Paula. She’s missing, and the kids are really sad. If 







tairs to h d | TREE Nr ae CARRERE Rea PEPE ota Udi 
you go upstairs to her room an Af : 
open the Gift Box there, you'll find a. 3) AG R RAVELING 
Teddy Bear. Take it with you when C7 es >> TO THREED 
you head through the caves east of = "\ Be If you go to the Bus Station and check the schedule, 
sisi town. It will absorb a lot of damage = =| —_a_bus will arrive and load passengers bound for Threed. You 








_. won't be getting out of town so easily, though. When you reach 
the tunnel between Twoson and Threed, the bus will turn around 





*Ness opened the present. 
*So you're Ness! *There is a Teddy bear inside! 


«You're the one that was in 


(Ness checked the bus 
schedule. } 


Paula’s dream . Soe he Ke 
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When you.go for a stroll in 
the park, you'll be attacked by 
Mr. Everdred, who. will 
pounce from the roof_of his 
house. If you’re well-supplied, 
you should have'little trouble 
defeating him. When you do, 
he'll apologize for his bad 
manners, and he'll explain that 
Paula is about to be sacrificed 


There are two inventors vying for benefactors 
here, and you probably can’t afford to donate 
funds to both of them. Which will it be? The 
Orange Kid runs a neater operation, but that 
doesn’t mean he’ll produce the inventions you'll 
need. Put your money on the Apple Kid. The girls 
on the street are all ga-ga over the Orange Kid, 
but they think that the Apple Kid is gross. So 
much for them! That just leaves the Apple Kid 
more time for inventing cool stuff. 


ENEMIES 





The Mobile | 
Sprouts spring 
up suddenly, and 
they can grow 


The girls are crazy about 
the Orange Kid, and he 
runs an organized opera- 
tion. Even if you give him 
money to finance his stud- 
ies, though, he won’t come 
through with a helpful 
invention. He’s too hung up 
on Einstein’s theories. 





After stocking up on supplies and talking to 
everyone in Twoson, head east through 
the caves to Peaceful Rest Valley. There are 
lots of enemies in both the caves and val- 
ley, so it helps to have a Teddy Bear along 
to absorb some of the damage. You'll prob- 
ably have to attempt the trip more than 
one time before you can make it all the 
way through the valley. 


and bring you back. It seems that the tunnel is haunted, and 
the bus won’t go through scary places like that. After you’ve 
completed the necessary tasks in Twoson and Happy Happy 
Village, you’ll have to find another mode of transportation in 
order to get out of town. Be creative. Perhaps there are oth- 
ers who are eager to move on to a new town. You just might 
be able to hitch a ride if you do them a favor. 















new sprouts to 
help them in 
battle. They — 
often attack in 
pesky packs. 
HP...79 / PP...9 / SPEED...6 


OFFENSE...17 / DEFENSE...12 







| There are some 
=| people in Twoson 
1 who just cant 


The Apple Kid looks like a 
slob, and his house is a big 


mess. First, give him some- | keep their noses 
thing to eat, then give him § | out of other peo- 
the money he asks for. | ple's business. 

| Steer clear of 
Later, when you need an 1 them when you 
unusual, pencil-related can. 


invention, he’ll come up 
with it for you. 


HP...95 / PP...0 / SPEED...6 
OFFENSE...16 / DEFENSE...18 


Although he 
claims to be mel- 
low, this man has 
a chip on his 
shoulder and 
something to 
prove. He'll chase 
ou down for a 
ist fight at any 
opportunity. 





HP...73 / PP...0 / SPEED...5 
OFFENSE...18 / DEFENSE...13 


oe) 


—_ ee 


— 


mei *Hey! Would you be willing to a 
sell that mushroom on your 
for $50? Li'l UFOs dart in and attack quickly. 
They're so fast that it’s tough to dodge 
them, and they can leave you with a bad 


case of the sniffles. 
HP...82 / PP...0 / SPEED...53 
OFFENSE...18 / DEFENSE...17 
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> Peaceful Rest Valley & 
Happy Happy Village 


The trek through Peaceful Rest Valley to Happy Happy Village is an 


GIFT BOXES 


@ TRAVEL CHARM 
@ LUCK CAPSULE 


© CROISSANT 


arduous one, so'be sure to take along lots of provisions and a Teddy © BOMB 


Bear or two. You'll run into several Li’| UFOs and Spinning Robos. 
‘You'll eat up energy when you have a cold, so use Cold Remedies 
when you get sick. 


“THE BROKEN’ BRIDGE 


\ The first bridge you come to is bro- 
ken, So,you can’t use it to cross the 
river. You'll have to find another way 
) ~ to continue to Happy Happy Village. 
__Continue heading north, avoiding as 
-_mahy enemies as you can as you try 
"nee, tH nd an alternate route. 


TWOSON 


WHAT’S WITH THE 
IRON PENCIL? 


As you head north, you'll come 
to a strange, Iron Pencil blocking 
the way. You can’t walk around it 
and you can’t move it. You’ll have 
to find another way to handle the 
obstruction, but you'll have to 
return to Twoson first. 
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© CUP OF LIFENOODLES 
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FIGHF-YOUR WAY. BACK TO 
TWOSON 


You probably used lots of supplies and energy getting 
as far as you did, but now you'll have to. fight your 
way back through the caves to Twoson. Once there, 
replenish your energy by staying at the Hotel, then 
seek out the Apple Kid. He’s not at home, so look 
for him in the park—that’s where people seem to 
gather on sunny days. He has a new device for you, 
one that’s guaranteed to 
work on Pencils. 
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ENEMIES 


Evil Mushrooms 
sneak up on 
unsuspectin 
travelers an 
attack them with 


After replacing supplies you used up on your 
last foray into Peaceful Rest Valley, head for the 
Pencil Statue again. Now select 
the Pencil eraser and use it on 
the statue. The amazing 
machine will make the statue 
disappear like magic. Now you [= 
can continue working your way] _ 
down and around to Happy spores. Spores, 
which cause con- 


Happy Village. | fusion, can be 
removed only at 


EX CULT OFFICE BJ SELF-SERVICE SHOP Hospitals. > Jf 


Map Key EE} HOSTEL [i DRUGSTORE a -_ | 


HOSPITAL OFFENSE...15 / DEFENSE...10 
THE BEST BUYS 1M TOWN! = 























The Hippie hangs 
out on the streets 
of Twoson, and his 
only purpose in life 
appears to be 
making the goin 
less than easy for 
everybody else. 


—_ 


HP...87 / PP...0 / SPEED...5 
OFFENSE...19 / DEFENSE...14 
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The Annoying Old Party 
Manis always ina hurry. 
When he runs into peo- 
ple on the streets, he's 
ina big rush to do them 
in. Hurry to get out of 
his way. 


HP...99 / PP...0 / SPEED...6 
) OFFENSE...20 / DEFENSE...25 


ss 
NW 


PION 



























RV “TORE Most commonly found in 
Cold Remedy............. $22 Peaceful Rest Valley, 
Refreshment Herb ....$80 HER Seapcdowee 
SR cena con eae Grows aii yy outired 

11 aesenevens they can be deadly. 
Say eet seis $1 a HP..113/ PP..17 / SPEED...7 
Coles: «G20 66 OFFENSE...2| / DEFENSE...22 
Tee-Ball Bat .............. $98 
Py Pan, cs.ce. sateen $56 
Copper Bracelet......6349 
FIOIMGS Hat Jccccexcapeveses $59 
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help protect the svorld from 


contaminants 
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The villagers speak of a leader who lives in the temple in 
the center of town, but he won’t make time to see just 
anyone. The people are so insistent that they’re happy 
that it seems odd, and they speak of mysterious rituals. 
When you do get inside the 
temple, you'll find that it’s 
filled with insane cultists, and 
many of them will attack you 
if you approach them. It’s 
best to come back later when 
you're better prepared to 
investigate the place. 








When you enter the temple a second time, watch 
how the cultists sway back and forth: You'llysee ithat 
some move much faster than the others. Talk to the 
fast-swaying ones to find your way through the 
maze downstairs. Some of them will make you fight, 
but then they'll move 
and let you by. 
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When you first reach Happy 
Happy Village, a woman will 
rush up and ask you to donate 
cash to the local tourism fund. 
Depending on how much you 
spent supplying yourself for the 
trip through Peaceful Rest Valley, 
you might be short on cash by 
now. At any rate, if you 
do make a donation, all 
you'll get for it will be a 
phony “thanks” and a 
post card of town. Don’t 
feel obligated to give to 
this cause unless you 
have money to burn. 


RAISE 
CHICKENS 





You can make quick money by raising 
chickens here. Go to the Self-Service Stand and 
buy Fresh Eggs for a few bucks. If you hold onto 
the egg for about a minute, it will hatch into a 
Chick. If you hold onto it for a little longer, it will 
grow into a Chicken that you can sell at the 
Drugstore for a huge profit. 
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Even if you manage to 
work your way through the 
maze of cultists before you 
talk to Paula,’ don’t, bother 
toygo upstains and take on 
Carpainter. until you’ve vis- 
ited hersin the little house 
north,of town. You won't 
be able to free her without 
defeating Carpainter, but you 
won t besable.to,beat him until 
she gives yousthesFranklin 
Badge. If you try to take him 
on first, you'll be fried by light- 
ning bolts before you have a 
chance to defend yourself. It’s 
a brutal way to go. 














> eee) oo | As you traveled through Peaceful Rest Valley, 
ee you probably came to a place where you 
could see, but not reach, a little house. You 
can reach the house only by going through 
the cave to Happy*Happy Village, then follow- 
ing-another cave north of town. 
Go there after restocking your 










élays 

ale\s *.- 48 you Wess? supplies at the Drugstore. When 
¢Ness! I’m so glad it’s you. . . 

tin ent Sk ee you exit the cave just above the 

alalt house, you'll have to fight a cou- 


ple of Spiteful Crows, then you'll 
be able to enter the cottage. 
Inside, you’ll meet Paula, and 
she'll explain that she had been 
calling you in your dreams to come res- 
cue her. She’s slated to be the Happy 
Happyists’ next sacrifice, and she’s not at 
all willing. You'll have to get a key from 
Carpainter to release her from her jail, 
and he won’t give it up without a fight. 
She'll give you 
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the Franklin badge.) 
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= . eHey Ness! You're just here the Franklin 
to bother me, aren’t you. Badge to use for 
protection 
against him. 






Ne Me 


i = f 
1peptp tpn 
~~ 


a 


Carpainter commands lightning, but ee 
the Franklin Badge reflects it. When ae oe 
he calls down a high-voltage bolt, use se 

the badge to reflect it right back at 
him. He can’t take but a couple doses 
of his own 
medicine, so 


once you 
have the 
badge, 
defeating him 
will be easy. 


As soon as you singe Carpainter, he’ll cough up the 
Jail Key with little protest. Take it back to Paula’s cell. 


She’ll grab her Teddy Bear 
and say good riddance to 
jail. The bear will absorb 
punishment until you can 
equip Paula. 








ENEMIES 





Territorial 
Oaks are trou- 
ble. Attack 
with weapons 
or spells until 
tes burstinto HP...145 / PP...41 / SPEED...5 
rohias OFFENSE...26 / DEFENSE...30 
The Moles Playing 
Rough generally 
hang aroundin 
j 4 caves, where their 
vision is an advan- 
: tage. Attack them 
we aggressively. 
ay B HP...103 / PP...0 / SPEED...9 


— OFFENSE...22 / DEFENSE...28 
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There's no 
telling what 
ushed 
arpainter off 
the deep end, 
but he has 
painted every- 
thing blue and 
started a 
twisted cult. 
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Attack Bats hang 
out in the caves 
round Happy 
Happy Village. Iry 
to attack them 
before they take 
flight. 
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aLputian Footprints 


After’Patilajoins Ness, return to Happy Happy Village. 
With Garpainter infdisgrace and the villagers no longer 
under his power, the village is once again a pleasant 
place to live. The villagers have re-painted the buildings, 
and you won’t see anything blue around here again. 
When you talk to them now, they'll 

have new messages for you. One of ALY 
them mentions tiny footsteps to the yh) 
east. You should equip Paula with 
tools as soon as possible, then enter 
the caves to the east and go investi- 
gate the tiny’steps. Paula will gain 
experience quickly as you explore. 
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GREAT CHARM 


CROISSANT 
PS! CARAMEL 








It will be tough going inside the j | Finally, after a difficult trek through the caves, you'll come to 
caves, and Paula won't be up to y ‘3 \ a Shining Spot at the cave exit. Guarding the exit is the 

the challenge until she gains | Mondo Mole, a challenging foe, to be sure. Be prepared to 
some experience. Exit often to | unleash your PSI powers when you go toe-to-toe. 


save your progress and stay at 
the Hostel to re-energize. You'll 
need to have Paula strong 
enough to help you out when 
you meet the Mondo Mole. 





TINY STEPS LEFT BY TINY TOES 


After you manage to man- 
handle the Mondo Mole, 
exit the cave and check 
out the tiny footprints. 
When you do, you'll hear 
the second sound. Be sure 
to use your Sound Stone 
to record it before you go 
back through the caves 
and return to Happy 
Happy Village. 
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PA UL A’S When you check Paula’s Status Screen, you'll see that, 


p R O F / [ F although she can’t use healing powers yet, she does 
have some attack abilities. And, of course, she does ¢e. € 


come equipped with her own personal Teddy Bear. 










When you return to Twoson, make Polestar Preschool 
one of your first stops. Paula’s parents are worried sick, 
and the kids have missed her, too. They'll all be very 
relieved to find that she’s all 
right, after all. She will 
explain that she’s going to 
be helping Ness for a while, 
and when you leave the 
building, one of Everdred’s 
men will be waiting. 
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Everdred had wanted to offer Ness a job, but he f 
knows before he makes the offer that Ness won’t take |/usuumee 
it. Instead, he simply hands over $10,000. What can ; 
two kids do with that much money? It.can be their 
ticket out of town, if they talk to the right people. 


Va orn . A 
WE coca se 


Go to the Chaos Theater and talk to a couple of 
guys from the Runaway Five to get a Backstage 
Pass. Enter the club, talk to all of the patrons, go 
backstage to talk to the band, then take in their 
show. It’s easy to see why they’re so hot! 
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‘ e‘V/ell what do jou kro? 
After the show, go to the manager and give 


him the $10,000 you got from Mr. 
Everdred. That will free the Runaway Five 
from their debt, and 
they'll be able to 
leave town. Ness 
and Paula can catch 
a ride on their tour 
bus to get to 
Threed. 


a nightmare to 4 drearn 









+ This little nipper took us from 


ENEMIES 
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The Happy ey 
Heppyists arent 
as harmful—or as 
pe ass they 
might at first 
appear to be. 

eir weapons 
are paint brushes 
and their mission 
is to paint every- 
thing blue. 
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When you wake 
Mighty Bears 
from their hiber- 
nation, they're 
very grouchy. 

) They Il chase 
you down and 
maul you, if 
given half a 
chance. 
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You've met other moles 4 
while wandering around in yo 
caves, but you've never y 
seen one this big or bru- A 
tal. Use Psi power to y 





both attack and heal, 

and try to keep Paula 

in the pink until the esd 
end of the skir- 
mish, It might 
take a couple 
tries to topple 
him. 
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ZOMBIES STUCK 
ON THREED 


Threed citizens gathered at 
the Circus Tent today to 
bemoan the continuing 
condition of zombie infes- 
tation that has befallen the 
city. A young adventurer 
named Ness and his friend, 
Paula, have indicated that 
they are willing to chal- § 
lenge Belch, who is the f 
acknowledged master of 
the zombies. Zombie 
experts suggested that Ness 
and Paula would have to 
obtain some Fly Honey to use against Belch. The only source of Fly Honey in 
Threed is said to be in the evil Tent south of town. In a sur- 
prising development, the Apple Kid from Twoson sent a mar- 
velous new invention—Zombie Paper—which is used to cap- 
ture unwary undead. It is thought that the Zombie Paper will 
allow Ness and Paula to take the underground road that leads 
to Belch’s secret base near Saturn Valley. 
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Flying Saucer 
Crashes in Graveyard 


The city buzzed today when a UFO appeared in 
the skies over Threed, then took a swan dive into 
the graveyard. Eyewitnesses watched the silvery 
craft wobbling in circles above the city, as if J 

3 : gees SC arch - 


ae thing. Shortly after the crash, the young 
heroes, Ness and Paula, appeared in the 


; eel After defeating the evil Tent, the trio used 
} Zombie Paper in the Circus Tent. 
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SECRET BASE 
DISCOVERED 


The Journal has received an exclu- 
sive on the progress of Ness, Paula 
and Jeff as they search for Belch. 
After a brief stay in Saturn Valley, 
the three heroes moved north to 
Grapefruit Falls. Under the falls, 
they used a pass- ij 
word and waited 
for three min- 
utes until 

door opened. 





SUNSHINE RETURNS 


After weeks of dense cloud cover, 
sunshine returned to Threed today. 
Dr. Freitag of the Threed Academy 
suggested that the change had some- 
thing to do with 
Ness’s_ mission. Be 
“Zis giant Sprout Bae 
haf bin sooking 
up all zee light,” 
explained Dr. § 
Freitag. 


HOT SPalMoS POLLUTION 


The famous hot springs in 
Saturn Valley are suddenly giv- 
ing off a disgusting odor accord- 
ing to Mr. Saturn. The vile aroma 
began shortly after Ness, Paula 
and Jeff returned from defeat- 
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~ Both.cemeteries in town 
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Threed was once called the “Fun” capitol 
of the world because it is home to the 
famous Threed Circus. More recently, 
however, the city’s fortunes have dipped 
due to an incursion of zombies. You may 
find the city less accommodating than in 


previous years. 


The Clouds of Threed 


One of the great meteoro- 
logical mysteries of our age 
can be found in the overcast 
skies of Threed. Although 
the city is located near the 
Dusty Dunes Desert where 
the intense sunlight can cause 
severe tan lines, Threed itself 
languishes under a gloomy 
cap of clouds. Scientists from 
around the world have stud- 
ied the phenomenon, but so 
far no reason can be found 
for the mysterious presence 
of the cumulo nimbus. Even 
stranger is the fact that 
Threed was once a sunny 
resort city before the chang- 
ing weather patterns and 
influx of undead inhabitants. 


History buffs, mediums 
and occultists of all types 
won't want to miss the 
graveyard tour in Threed. 


“remain.open to the pub- 
lic throughout the year. 
Self. guidéd,tours ofily, 
Maybe subjectto zom- 
bie attack! 
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The. thundering waters of 
Grapefruit Falls cascade into 


beyond the graveyards in) 
Threed that leads to this,watery 
region. They-should be aware of the 
many dangers found-heére including, a 
foul smelling monster. 
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aa The Saturn Valley is home to an unusual race of people known 
collectively as Mr. Saturn. In recent times, the journey to the 


Saturn Valley has become dangerous and difficult. Only the most 
adventurous travelers will want to make this side trip. 


One of the colorful leg- 
ends of this region con- 
cerns a place called the 
Milky Well where 
unusual sounds 
emanate from the 
ground itself. Today, vis- 
itors can record the 
stone music and take it 
home with them. 


the long lake. Intrepid trav- 
elers will find.a secret road 
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a fact which may keep some tourists away from the c 


Visitors to Threed can enj 
Threed boasted one of the 
sunny climate all year long. 
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Skip Sandwich -- 
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d=} +Looks like we have to say 


goodbye Tor now. | BUS SERVICE 


The only way for visitors to arrive in Threed 
these days is by bus, and the only bus that can 
make the trip through the haunted Twoson- 
Threed tunnel is owned 

R iispe to see isu ean 1 by a blues band called the 
sometime. Runaway Five. For a hefty 
fee of $10,000, however, 
you can hitch a lift with 
the “Five” to begin your 
nightmare vacation. 
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THE TROUBLE 
WITH THREED 


Threed’s current civic difficulties 
can be traced back to the famous 
meteorite crash in Onett. About 
that time, a hideous being known 
as Belch began attracting zombies 
to the Threed area. One of the 
unfortunate side effects of Belch 
and his minions is a vile stench 
that permeates Threed. 


toward the tent. 


| *Repeat--the zombies are on 
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THE UNDERGROUND 
ROAD 


Visitors wishing to travel to the 
Grapefruit Falls region must first 
overcome a zombie guard. The 
zombies block the path north of 
the graveyard. If you use Zombie 
Paper you can slip past them to 
the secret road beyond. 














(= BEWARE OF STRANGE WOMEN! 


front of the hotel. =| Zombies aren’t the only hazard to be found on 

s| the streets of Threed in these troubled times. 

« Faeatieterr ‘4 Visitors have reported a suspicious woman, 

Ss eae 5] dressed-to-kill and loitering outside the hotel. 
x |) ed] ~Those unfortunate fools who have followed her 

are savagely attacked by a group of thugs. 
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TRAVEL oTEP5 


Follow these steps to ensure a 
happy and exciting journey. If 
you prefer discovering the won- 
ders of EarthBound on your 
own, ignore this section. 

Go To Graveyard 
Speak With Zombie Guard 


Get Info About 
Mysterious Woman 


Go To Hotel 
Follow Woman Inside 


Paula’s Psychic Call To 
Jeff 


Get Bubble Monkey 
Ride On Tessie 
Go Through Brick Road 


Use Bubble Monkey In 
Cave 


© 


Go To Lab 


Take Sky Runner To 
Threed 


Jeff Joins Party 
Escape With Key Machine 
© 
Defeat The Tent 
Get Zombie Paper 
Use Zombie Paper 
Defeat Master Belch 


Go To Saturn Valley 
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Administrative officials of Snow Wood 
Boarding House are quietly investigating 
the recent disappearance of student Jeff 
Andonut, son of the famous scientist, Dr. 
Andonut. “All | can tell you right now is 
that the young man is in BIG trouble,” 
commented Ms. 
Snidely, head disci- 
plinarian. The 
youth has_ been 
missing since late 
last night. 
Residence directors 
will not comment 
on whether or not 
the disappearance was linked to cookies 
stolen from a dormitory room. Rumors 
persist that the student left because the 
school cafeteria was serving Tendakraut. 





Vian chil Li= Jubilant members of the Tessie Watching Club report seeing a large dinosaur swimming 
Ta} ante rl in the waters of Lake Tess yesterday morning. The recent account is hotly refuted by 
7 —t local skeptics, who refuse to believe there is any truth to the legend that a dinosaur lives 
beneath the surface of Lake Tess. The stories regarding the four limbed Mesozoic Era 
reptile have existed since the founding of Winters in 1889. “People couldn’t believe the 
Fourside Rangers would ever win the Stanley Cup, but they did,” argued an unidentified 
Tessie club member. Critics of the report argue that the Tessie Watching Club experi- 
enced a “group hallucination.” “You get a group of people camping out there in the 
snow—they catch hypothermia and start acting weird,’ commented one local pessimist. 
“Remember when those producers filmed that rock video here last year? The same stu- 
pid stuff happened. You can’t run around in the snowy woods wearing leather, chains 
and a guitar.” 


While Technicians at Maxwell Labs refuse 
to confirm or deny reports of a break- 
through in locksmith technology, industry 
insiders hint that a revolutionary new 
tool has been invented for opening doors. 
“They can’t tell anyone, cause if they did, 
thieves might steal the device and use it 
on doors’ everywhere,” explained 
Anthony Bigmouth. Detailed technical 
specifications for the device recently 
appeared on the Internet. (See Key VMomnkeu Linke 
Machine, Page A3) POPS Fhe 
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An escaped laboratory monkey is believed to be linked to 
yesterday’s sighting of Tessie the Dinosaur. Both locals and 
experts remain puzzled over the mysterious series of 
events leading to the sighting of the large reptile but specu- 
late that the primate encouraged the beast to surface. “l 
saw this monkey running around the Drugstore earlier 
today,” stated Thelma Dingquist, local pharmacist. “I yelled 
at him after he opened up a couple of boxes of laxatives. 
Somebody gave the critter some gum and he went away.” 
The monkey was later seen following an unidentified youth 
into a nearby forest. (See Missing Link, Page A5) 
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es _ ‘The frozen north holds many 
iil rf secrets including a legendary 
| | == monster named Tessie and the 
Oe » enigmatic structure known as 













Stonehenge. You won’t need sun 
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TL. Vari \as..4. he wild woods of Winters welcome only the 

ne VV ' fFOOoOdS 
shes — revs hardiest of woodsmen, like the members of 


the Tessie Watching Club. If you find yourself wandering alone, be 
prepared to meet dangerous wild animals including mountain goats, 
crows, and wild dogs. Most visitors camp out on the lake shore 





south of the Snow Woods Boarding School. Here they scan the DR. ANDONUTS?’ LAB 
blue lake waters for any sign of the beast. Just south of Stonehenge, travelers will find the 
laboratory of the famous Dr. Andonuts. This 
TESSIE OF THE LAKE world-class scientist/inven- 

The shore may be covered with snow, but the waters tor works on many 

of Lake Tess remain ice free throughout the year. projects including 

Many believe that hot springs deep in the lake keep time travel and fly- 

it warm enough for the dinosaur known as Tessie. ing saucers. The 

Enthusiasts:line the northern shore, waiting for some doctors son, Jeff, 

appearance of the creature. also promises to 

LAKE TESS | be an inventor. 





For centuries people told the tale of 
Tessie—a primordial creature that 
swims in the lake south of Winters— 
but not until a student from the Snow 
Wood Boarding School actually tamed 
the beast was there positive proof. 
Now visitors can ride Tessie for a 
modest fee and a fish. 
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TELEPATHIC,DREAMING 


While sleeping in 


the dorm at the 
Snow Wood 


with 


md | am 


another friend, Ness 


a 
a, 


*l| arn Paul 


Boarding School, 
Jeff Andonuts 


jo bob to) < | ees 


receives a wake-up 
call from Paula. 


Unlike most long 


distance calls 


received at the 


school 











, this call is 


transmitted telepathically. Jeff accepts the message at face 
value and begins his southward journey to rescue Paula 


and Ness. 
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Even at an early age, the only son 
of the famous scientist and inven- 
tor, Dr. Andonuts, showed a gift for 
fixing machines and _ tools. 
Beginning with simple tasks such as 
refitting his rattle with a Boron-flex 
shaft and 125 HP twin-cam engine, 
Jeff soon moved on 
to more complex Fpruum sess 


Weapon: Pop gun 


gadgeteering. At the Body. (Mothing) 
Snow Wood 
Boarding School, Jeff 
studied with the 
mechanical genius, 
Maxwell Labs, one 
of the great fixers of 
all time. 


Areas: (Nothing) 


Shins sHolmes hat 


The floor plan of the Snow Wood 
Boarding School shows that students 
have full access 
to all of the 
school’s many 
facilities. The 
dorm rooms, 





top of the floor plan, are used for 
sleeping, studying and wrapping pre- 
sents. Just outside is the upper hall 
where students gather to discuss the 
legend of Tessie. Downstairs, 
Maxwell fiddles with unique 
machines like a Bad Key Machine. 
The locker room is filled with useful 
items. One of the most common 
complaints at the Snow Wood 
Boarding School has to do with the inferior 
nature of the keys that are used to keep lock- 
ers secure. These keys, purchased at a substan- 
tial discount from Keys R You, show a marked 
propensity for bending. Fortunately, the student 
body can turn to Maxwell Labs. Just for fun, 
however, Maxwell often gives students a bent 
key before he lends them his Bad Key Machine. 
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“Machine that Opens Doors, 
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ENEMIES 


This woodland 
creature can 
inflict severe 
damage to 
aay peneets 
with his horns. . 
attacked by a ) Y 
oat, you should 
ight back fierce- , 
ly andeata bs ] 
ookie to restore = } 
your energy. al . 


HP...45 / PP..0/SPEED...12 aa hi | 
OFFENSE...8 / DEFENSE...23 ay re 


es. 


The wild strain of this 
Protoplasm escaped froma 
science lab and now oozes 

we about the forest of Winters. 
It is an extremely weak foe, 
easily mopped up. 
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\ / This water fowl’s 
Fr / attackis worse than 
gr its quack. Although it 


may seem a bird- 
brained baddie at 
_« _ best, this Duck 
~ & fights like an eagle 
/ ». withan attitude. 
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Mn e OFFENSE...12 / DEFENSE...24 


Cave Boy isa 
nasty 
Neanderthal 
with a spiked 
club. He looks" 
mean--and he is 
mean. Use a 
powerful attack 
to send him back 4 ie. “ 
to the stone age. eee as 


“hy / 
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¥southward, defending yourself as 





If you managet to catch a ride with 
Tessie,to-the South Shore of Lake 
" Tess, you'lh find more Woods and 
some animals; that you've already 
met like the ‘Goat. Follow the path 





you.go..Aeshort*hike will bring you 
to a fascinating artifact and another 
amazing challenge. 





BRICK ROAD MAZE 


One of the most famous attractions along the shores of Lake Tess is the 
Brick Road Maze, constructed with minimal funds by the great dungeon 
designer, Brickroad. Inside, visitors will find an assortment of lovely gifts. 
They may also encounter several less-than-lovely creatures who jealously 
guard those gifts. Do not let them deter you. Seek out all the Gift Boxes. 
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GIFT BOXES te 


@ BREAD ROLL 
@ BROKEN IRON 
© CROISSANT 


@) INSECTICIDE SPRAY 


5) STUN GUN The Gift Boxes inside the Brick Road Maze have 
been left for those hearty explorers daring 
enough to hunt them down and unwrap them. 
The effort will be well rewarded. The Stun Gun can be of great help in 
the dangerous areas that lie ahead, and you can never have enough Bread 
Rolls or Croissants when traveling through hazardous country. 
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IRON PENCIL 


Travelers who have already visit- eS 
ed Happy Happy Village outside BY and Ween) °fFor some weird reason, 






«an pencil-shaped iron statue i: 





of Twoson may recall finding an | .. Ey) iiaeearemnmress 
lron Pencil now on the southern - 
path along the shore of Lake 
Tess. This object must remain 
here until later. After taking a 
snapshot or two, move on to 
the intriguing cave maze nearby. 
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THE HANDYMAN 


As a master of mechanical know-how, Je 
can fix up broken 


tools and +‘Vorking through the night, 
weapons once his Jett fixed the Broken spray 
IQ reaches 10. At a4 

that point, Jeff will 


fix one item each 
time you stop for a rest at a hotel or spend the night 
at some other stop. In the morning, one item will be 
repaired so that Jeff or one of his friends can use it. 


BROKEN MACHINES _ AFTER REPAIR 10 LEVEL 


Machine Counter PSI Unit 1 

Spray Defense Spray 1 

lron Slime Generator 10 
Air Gun Magnum Air Gun 12 
Laser Laser Beam 24 
Water Pipe Shield Killer 30 
Cannon Spectrum Beam 32 
Gadget Double Beam 34 
Tube Hungry HP Sucker 36 
Trumpet Defense Shower 40 
Bazooka Heavy Bazooka 45 
Harmonica Baddest Beam 55 
Parabolic Baddest GaiaBeam_ 65 


Talk to Good: 






The Pond Cave offers travelers a chance to 
duck inside to escape the howling northern 
winds. Inside, they will find 
numerous specimens of the 
local wildlife such as Struttin 
Evil Mushroom, Rowdy Mouse 
and the charming Deadly 
Mouse. The lovely crystal at 
the far end has no hidden pur- 
pose. The biggest difficulty for 
most spelunkers comes just 
before the exit to the cave 
where the rope on the ledge is out of reach. If 
you have a monkey with you, feed it some 
Bubble Gum and let it float up to the rope. 


Pond Gave ee) ENEMIES 
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=a .; 
Spiders may give you the creeps, but — 
any weapon attack shouldsquash 
aoe que: “HP..216 / PP..0 / SPEED...23 
OFFENSE...61 / DEFENSE...30 


FROM 1 th 

- 1} This bat has a weakness 
BRICK to PSI Flash like its 
ROAD weaker cousin, 
MAZE Mr.Batty. 





: = ) HP...294 / PP..0 / SPEED...33 
oo OFFENSE...66 / DEFENSE...72 


Like the Armored Frog, 
this reptilian villainhas | 
thick skin.Use Bottle | Sey 
Rockets andPSlattacks | 4 
to punch through its afi 
defenses. 
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_ This mutant mushroom is the 

» muscle of this area. It is joined 
in Bete! the regular 
Walking Mushrooms that you 
have already come to fear. 
The first two mushrooms 
often get help from their 
sporlings. 


ad 
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The _ shining 
doorway won't open 
bs ‘ 

®, until Ness comes to challenge the 
* boss within. When Jeff passes 
through the cave, he can do noth- 
s ing because he doesn’t have a 
ite 3 a 

‘2 stone with which to record the 
i melody. 
te 
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EARTHBOUND 


For'those*of you whe bring a monkey | 4 ‘ 
along through the caverns, be forewarned “Wy $9 | o 
that an.attractive monkey mate waits just ¥ 4s 

outside, Unless*you have a leash for your 
simian friend, which isshighly doubtful, he 
will scamper, off with his new girlfriend 

and.leave.you tovfind’Dr. Andonuts labo- 
ratory on your own. 























Dr. Andonuts’ amazing flying 
saucer—the Sky Runner—has 
the unfortunate side-effect of 
crash landing. On the positive 
side, it tends to crash straight 
into the prison where victims 
of local thugs are often held 
prisoner. 


At the very center of Stonehenge, visitors will notice a small round hole, just 
large enough for them to climb into. As a general travel tip, it is usually a bad 
idea to climb into mys- 
terious holes of this 
sort. In this case, even 
if you do climb down 
the hole, you won’t go 
far. Return later, with 
the Pencil Eraser in 
hand. 


The Sky Runner, although not techni- 
cally a UFO, certainly looks like one. 
Citizens of Threed scatter in panic 
when it arrives and begins circling the 
city. When Jeff Andonuts crashes into 
the prison where Paula and Ness are 
being held, he dusts himself off and 
introduces himself. Then he uses the 
Bad Key Machine to open the prison 
door. 





Dr. Andonuts’ laboratory lies just to 
the south of Stonehenge. Inside, the 
brilliant scientist works on his amaz- 
ing inventions like the Instant 
Revitalizing Machine, which refreshes 
people in a few seconds. The doctor 
is also developing a spherical flying 
machine that looks like a flying saucer. 
— Ihe current 
| model takes 
7 passengers 
=| directly to 
—@i Threed. 
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FLY HONEY 


In the fields south of town where the old 
circus wagons are kept, a tent may appear 
mysteriously. If you approach the tent, be 
prepared for a rude awakening, because this 
tent is alive. True adventurers will take the 
risk, because they can win a jar of Fly 
Honey by defeating the canvas creep. The 
Fly Honey will come in handy when fighting 


Master Belch. 


ZOMBIE PAPER 


If you manage to bring down 
the tent, the Apple Kid will give 
you a ring and tell you about 
his new invention—Zombie 
Paper. The paper acts like fly 
paper, but on a much more 
powerful scale. Zombies are 
attracted to the paper, then 
they stick to it. This is just the 
sort of invention that could 


save Threed. 




























Handsome is as 
handsome does, 
but Handsome Tom 
doesn't do any- 
thing handsome at 
all. This animated 
puppet will yt 
string you up, but 
he doesn't have 
the power. 


HP...133 / PP...16 / SPEED... | 
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TRICK OR 
TRICK KID 


Don't let the smile fool you, 
Pumpkin Boy is nobody’s friend. 
He attacks with pumpkin 
seeds. 












HP...142 / PP...0 / SPEED...7 
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USING ZOMBIE PAPER 


Once the Mach Pizza Delivery Man hands 
you the Zombie Paper, take the Apple 
Kid’s advice and go to the circus tent. 
Use the Zombie Paper there, then go to 
the hotel for the night. During the night, 
you'll see the zombies gathering at the 
tent. In the morning, the zombies will be 
gone and the sun will be shining. 








Protected nS garbage 
can, Smelly Ghost takes 
alot of damage. He can 
also put up a Tight. 
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PUTRID 
MOLDY MAN 


The stench of this 
enemy can bring tears 
to your eyes, which 
may make it difficult 
for you to fight back. 










Once Zombie Paper 
has been laid down on 
the floor of the circus 
tent it takes several 

hours for the effects to 
work. Returning in the 
morning, you should 
find all of the local 
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URBAN 


zombies stuck to oe = ZOMBIE 

the floor. Now, you fess" “4 Althoughmore 

can proceed on : = =.) sophisticated than 
=| your average suburban 


your journey to the = 3 
underground road_ | 
north of the grave- 
yard. 


zombie, this breed is 
still not much of a 
threat in Threed. 
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FROM GRAVEYARD 


| j ’ 
”~ \- 4 2 


UNDERGROUND ROAD 






~« Saturn Valley 
BVillage 


Three quarters of 
the way up the 
shore you'll dis- 
cover a tunnel 
entrance to the right. 















}( COFFINS \ 
| @ SKIP SANDWICH DX 
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\.@ SILVER BRACELET J’ ass through the tun- (MB eet 
— | 2 oe ———s nel, defeating violent Sm _ 
UNDERGROUND ROAD had Maker a2 © 26 roaches until you | 1 iat 
imeem hae ae | 4 as emerge into a spiraling valley that leads 
ect e dese ee Cc mo Pet eg oe § © ae Valley vee : town, visit 
egieameet Sey all the citizens and learn their stories. 


yard. Zombies, ghosts and other 
foes attack all parties of tourists no 
matter how cheerful they seem. A ® 
Open up the two coffins and claim 
the valuable goods inside: a Skip 
Sandwich DX and the Silver 
Bracelet. Barf Jr. guards the exit 
with his horrible smells. 


Grapefruit 
Falls 


After a pleasant stopover in 
Saturn Valley, set your sights 
on the spectacular Grapefruit 
Falls at the north end of the long 
lake. Visitors can actually walk 
beneath the cascade. There they 
may find the hidden base of Master 
Belch. Wait for a full three minutes 
after saying the password. 


@ 5 Stay overnight, purchase powerful 
weapons like the Bionic Slingshot and 
& prepare for your meeting with Belch. 
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HOSPITAL-ITY 


: Some of the finest health care in 

f the world can be had in the Saturn 
Valley...and best of all, it won’t cost 
you a dime. The hospitality of 
these strange folk is unsurpassed. If 

E you picked up a Possession Ghost 

4 during the trip through the 

§ Underground Road, now’s your 
as chance to get rid of it. 









GIFT BOXES 
© BOMB 
©) PROTEIN DRINK 

















Free medical services 
to all is what you can 
expect in the friendly 
Saturn Valley, but you 
will need money for 

other things. 









= | Ashrewd businessman has set up 
“g| shop just beyond the exit from the 
ee Underground Road. Chances are 
} you'llneed some refreshments. 
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GIFT BOX 
@ RUST PROMOTER 
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Ming P] Drugstore 


GARBAGE 
@ PROTRACTOR 


@ BROKEN SPRAY 
@ SUDDEN GUTS 


Post Card 


ed Bionic Slingshot ..$449 
’ Refreshing Herb ..$180 Travel Charm 
MR. SATURN S Peanut Cheese Bar .$22 Great Charm 
WISDOM Horn of Life $1,780 Silver Bracelet .... 


Secret Herb $380 Red Ribbon 


Visit everyone to learn 
about your next destina- 
tion, the secret base of 
Master Belch. One Mr. 
Saturn knows the secret. Go into the 
waterfall as far as you can, then push 
Up. A message reads, “Say the 
Password.” Now, wait for three min- 
utes. Another message indicates when 
you can proceed into the base. 


FREE ROOMS AT 
THE SATURN 
VALLEY INN 


Get a good night’s sleep 
and a fresh start at the 
cheapest hotel in the 
world. There’s no charge 
for staying at the Saturn 
Valley Inn no matter how 
many nights you stay. 











TRAVEL STEPS 


Follow these steps to pass 
through this difficult region. If 
you prefer to tough it out on 
your own, ignore this 
section...and good luck! 


Talk to all Mr. Saturns 


Wait three Minutes 
behind falls 


Defeat Belch 
Hot Springs clean up 


Go to Milky Well 


-) 


Beat Shrooom! 


© 


Get Third Song 


@ 


Go to the Desert 


© 


Cross Desert 


© 


Note Monkey Cave 
Give Food to Miner 


Go back to the Bus Stop 


¢ DE y yOu ££} wars 
+5 Stay pons 


EARTHBOUND 


base 


he ‘ Z 
‘Mas er J $ heard all about travelers who storm into very tough. The sticky slime blinds you with foul odors, 
ces- 2 they’reynot wanted, and he’s set up a few making your attacks useless. VWWhen this happens, try using 
‘Most of the enemies look like blobs or your PSI Powers. If you don’t know which PSI Power to 
use, put Jeff on the job. His Spy option will fill you in. 













BOMB 
IQ CAPSULE 
BROKEN LASER 
VITAL CAPSULE 
HP-SUCKER 
CALORIE STICK 











TO SATURN VALLEY 
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GRAPEFRUIT FALLS 
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} You'll face many of these 
well-rounded enemies in 

y Belch’s base, but you shouldn’t 
have too much trouble with 
them. They have about as much 
sense as a tomato, which isn’t 
much, and although they may gang up-on you, don’t» 
panic. One shot of a PSI Power like PSI Fire or 
Rockin will wipe them up. There’s a benefit to all of 
this, as well. You can-earn valuable Experience Points 
by defeating large groups of them. 
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One room in Master Belch’s base has been occupied by a persistent butter- 
fly who refuses to leave. The butterfly will give Ness and Paula a boost in PSI power 
every time they enter the room and capture the fluttering insect. Since this room is close 
to the final chamber where you battle Belch, be sure to make full use of it. Ness should 


ENEMIES 


° ©) <a 
| el PP) 





A few swats ‘a 


fully restore both himself and Paula using his Life Up PSI power. Once the two teens have will quiet this 

filled up on life, restock Ness’s PSI Points with the butterfly. You can also use this room as buzzing annoy-  ~ 

a base from which to explore the dungeon. Whenever Ness and Paula get low on power, ance. | Saf 
return to the butterfly room and restore them to peak condition. HP_100/ PP..0/ SPEED...10 ~ 





ed 


OFFENSE...23 / DEFENSE...13 


+The magic butterfly rade 


Ness relax. 








though you defeated it. In 
later battles, the 
Possession Ghost will 
renew his attack. 
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Th 
hideous old pile of bile, but if eee ipese mounds 
you know how to handle him, 7 DE GS 7 iv bene SE that 
oa 1 of Va. |e can blind even 
he’s just a pile of glop. You may the nee a ged 
have noticed the production line hero. Use P| 
in the lower area of the base. The yellow jars passing along Fire. 
the conveyor belt are in fact Master Belch’s favorite food— HP 616/PP.0/ SPEED..10 
ST HTN Fly Honey. Fly Honey is so appealing to your horrible host OFFENSE..45 / DEFENSE...7| 
ails | Tat Rotary : ‘ , 
y \auigalictiay 2 2 that he loses his mind in rapture when tasting the delectable 
LEZ ZEN treat. This fact may suggest a course of action to wiley o a 


adventurers. If they can manage to get some Fly Honey, 
they can use it to distract Belch in battle. Fortunately, if you 








defeated the Tent in Threed, you found some Fly How dangerous can 
Aa ppysisg sae . a frog be? The 
4 ea | Honey in the garbage can after the battle. Use that Armored Frog has 
BEE] °S0 you are Ness’ | a, at the beginning of amazing defenses. | 
fe i rot Sa the fight with Belch sce wd ES y 
ie. A and you'll breeze Rockets to blow him 
DALY case through the battle away. 


nnaaecees |) Without a scratch. HP...202 / PP...0 / SPEED...37 
eeediems)) Just use regular OFFENSE...108 / DEFENSE...7 
attacks and PSI 

Powers to weaken 
the stinker until he 
collapses. It won’t 
take long. 
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Like the tough-skinned 
frog above, the Plain 
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a ce/Belchan Its iGtcla puddle of 

bl Ss ing 902 oe d-your party of 

UE ‘intrepid ex sxPlp want to depart. 
a ap vrigeone pa through the 

r$,Behind Belch. 
Beyond the tun- 
nel, you'll find a 


hillside full of Mr. 
Saturns. 











Travelers who risk life and limb at 
every turn should relax now and then 
and reflect on their adventures. If a 
Mr. Saturn offers you a hot brew, 
accept it and lean back. A summary of 
your travels will 
scroll by on the 
screen. At the 
end of the mes- 
sage, you will be 
warned of the 
difficulties that 
lie ahead. 
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The battle with 
Belch leaves most 
adventurers smelling 
like a sewage plant. 
The friendly Mr. 
Saturns must find 
you terribly offen- 
sive. Give them a 
break. Jump into the 
hot springs and 
wash the stink away. 





It’s time to revisit the 
cave full of Mr. Saturns 
below the shop in Saturn 
Valley. The Mr. Saturn 
who promised to give 
you a gift after defeating 
Belch will now pay up. The Mr. Saturn Coin 
won't be used like the cash you get out of 
the ATM. This is special money with a special 
purpose. You'll also receive the Cup of 
Lifenoodles and the Stag Beetle—both very 


Milky Well Hale 


Meet the challenge of a horde of vegetable baddies 
when you enter the Milky Well. Use PSI Fire and 






Bien Pie Pal 3 2 Rockin to dice them. Passing out of the tunnel, 
, 4@ alee! you'll pop into a valley. Walk through the valley to 
a. 9 & e"6 


another cave. Inside, you'll find a Gift Box with the 

Coin of Slumber. You'll also find Trillionage Sprout. 
“Nie This ancient weed will choke on PSI Fire attacks. 

ase s@ Beyond the Sprout is the next melody for you to 


* 2S 2 collect. 
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ENEMIES 





The Trillionage Sprout has 
been around long enough to learn a thing or 
two about survival. It is flanked by two Tough 





Mobile Sprouts. These Sprouts will sow 7 2 as moe e.. 
seeds and multiply if you give them a aS ues Tor beingig peace 7% ; 5 q thing that motes 
chance. Your first attacks should be and happiness back to ses 


and sometimes its 
bite contains 


Threed. Thanks! 


strong enough to destroy the two small- HP...210 / PP...0 / SPEED...30 








poison. 
er Sprouts so you can concentrate all of OFFENSE...39 / DEFENSE...5| 
your attention on the prime pod. PSI 
Fire and Rockin both work well. If you 
have Bombs, use them, too. A victory 
over this vegetable villain allows you 
he Milky Well and it ical ia 
ate to the Milky Well and its magica Mecutee. 7 
Bena roach waits inthe | ¢ > 
tunnel toSaturn |} ~~ 2 
Valley. PSI Fire and » 
CAIIAIT. AAP TLIE \ Freeze willsend ~) 
YSUUINY UF IRE WEL bitiaek cane 
Beyond the cave of Trillionage Sprout, the successful Boe eee Ote 


traveler will come upon a footprint with a spring spout- 
ing out of it. The power of this place is such that you 
may even hear the voice of your Mom from far away. 
If you have a Sound Stone, you will record the melody 
of the Milky Well. 








How: 


Master Belch and 
the Zombies are no longer a 
hazard to driving on the roads, 
bus service resumes in Threed. 
That means that you can take the 
bus from Threed back to Twoson 
or on to the big city of Fourside 
beyond the Dusty Dunes Desert. 
After bedding down for a night 
and calling home, you'll want to 
get an early start for the long ride. 
Many travelers report that the 
bus dumps them off in the desert 
due to heavy traffic problems, so 
you might have to spend some 
time out in the dunes. 








When you return to Threed after 
destroying Master Belch and the 
Trillionage Sprout, the world will be a 
better place. The sun will shine bright- 
ly and birds will sing. You will be 
beloved by all, but it’s time to move 
on to the desert. 


ON THE BUSES 
CIRCUS TENT BUS STOP 
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Be prepared to meet a 
mess of these enemies 
in Master Belch's 

base. They arent 

much of a 

threat. In fact, 

most of them 

won't ever 

attack you. 


» 


- 
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Belch’s weakness for Fly Honey is 
eqenual . After beating the Tent 
in Threed, you can find a jar of this 
stuff. Feed it to Belch right at the 
start of the fight. After a round or 
two, Belch will go nuts for the 
Honey and for- 
get about 
attacking you. 
Keep battling 
him with your 


By ek 
s. (| 


attac 
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DUSTY DUNES DESERT NEWS 


THREE#D NEWS / VOL. 
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DESERT TRAFFIC 
SNARLED ALL DAY 


Traffic came to a standstill yesterday 
as commuters jammed the desert 
highway between Threed and 
Fourside, and several passengers 
were overcome by the desert heat as 
the cars they were riding in inched 
along. A number of cars also over- 
heated, adding to the backup that 
lasted well into the evening. 
Residents of the neighboring towns 
renewed their calls for additional 
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GIFT BOXES FOUND 
ABANDONED IN DESERT : 


Ness and his 
companions 
stumbled 
upon several 
Gift Boxes 
that had 
apparently 
been aban- 
doned in the desert. Some of the 
boxes contained food items, which 
came in handy, and others held useful 
items that they stowed in their back- 
packs. The kids also found a pair of 
contact lenses, and they vowed to 























RECLUSIVE SCHOLAR FOUND 
LIVING IN CAVE 


The traveling kids came upon an 
unusual man living in a desert cave, 
and when they chatted with him, he 
gave them a Yogurt Dispenser. 
Although the kids didn’t have an 
immediate use for the machine, they 
gratefully accepted it, anyway. 





Winter Wood 
High School 
The Petri Dish 








lanes on the highway. 


Ness. 
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SCIENCE DISCOVERS HEALTHY 
FOOD COMBINATIONS 


*PARSLEY + RICE GRUEL 
*PARSLEY + PEANUT CHEESE BAR 
“PARSLEY + PIGGY JELLY 
*KETCIHUP + FRIES 

"KETCHUP + HAMBURGER 
*KETCHUP + FRESH EGG 
"KETCHUP + MAGIC TRUFFLE 
*KETCHUP + CROISSANT 
*KETCHUP + DOUBLE BURGER 
"KETCHUP + BEAN CROQUETTE 
*KETCHUP + KABOB 

*KETCHUP + BEEF JERKY 
"KETCHUP + MAMMOTH BURGER 
*KETCHUP + SPICY JERKY 
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eKETCHUP + LUXURY JERKY 
*SUGAR + PSI CARAMEL 
"SUGAR + ROCK CANDY 
“SUGAR + MAGIC PUDDING 
“SUGAR + MAGIC TART 
“SUGAR + BREAD ROLL 
“SUGAR + CALORIE STICK 
“SUGAR + PLAIN YOGURT 
“CREAM + TROUT YOGURT 
“CREAM + BANANA 
“CREAM + LUCKY SANDWICH 
“CREAM + POPSICLE 

°*SALT + BOILED EGG 

*SALT + PICNIC LUNCH 


MAN WITH A VISION DIGS FOR rink 


Skeptics abound, but they don’t 
keep one man from going for the 
gold—literally. He has set up a dig- 
ging operation on the east edge of 
the desert, and he’s sure that he'll 
find gold. So far, he has found only 
a single diamond, which he gave to 


search out their owner. 











TRY IT FOR A WEEK— 
YOU'LL SEE, SAY SCIENTISTS 


“SALT + CHEF’S SPECIAL 

“SALT + BRAIN FOOD LUNCH 
*HOT SAUCE + PASTA DI SUMMERS 
*HOT SAUCE + PIZZA 

*HOT SAUCE + CUP OF NOODLES 
“COCOA + COOKIE 

“COCOA + GELATO DE RESORT 
“COCOA + SKIP SANDWICH 
*COCOA + SKIP SANDWICH DX 
“COCOA + PLAIN ROLL 
*DELISAUCE + 
ALL FOOD ITEMS LISTED ABOVE 





& SHOPPING 
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sunlight by carrying wet towels. 





Sunbathers flock from 
around the world to bask in 
the rays of the Dusty Dunes Desert. The burn factor here can turn a 
polar bear into a hairy bag of charcoal in five minutes. Wet Towels 
and Secret Herbs can help protect you from sunstroke. Also keep 
one eye open for four-legged hazards. 


GOLD MINE TOUR 


Three brothers have decided to open a casino in the 





be L9 dunes, but they have only one slot machine...and it’s 
mY broken. Tourists should be careful about gambling 
ah away their dollars on this machine, although they 
g Step back in do stand a chance of winning. 
time and down 
the ladder. 
The Gold 


Mine may not 
have much 
treasure left, 


but you'll trea- 


sure the °Price includes lotion, towel, cool drink and 
moments of Zonker's Guide to Tanning. ~, ts 
SE eCALL FOR RESERVATIONS 555-SUNN | = 


GUIDE 


Fun and sun combine for 
the ultimate get-away 
vacation when you head 
out to the Dusty Dunes 
Desert. Sun worshippers 
lounge beside tall palms in the tropical heat while 
prospectors scratch out a living from the weathered rock. 
Travelers should protect themselves from the intense 


FAST 

FACTS 

*PODUIOHION sineacissiges iauseh 5 
STEMPEPAtULe o.....ccsscesssensee OOF 
PRONG L Ss ccsctcttininsnpineisteee 0” 
“Sur Block sissies 50 SPF 
*GrAVEYOIAS 5, .csissceistsnsasied 2 
SCOCtlc ees 2,000,001 


Diamonds in the Sun 


At the far eastern edge of 
the desert tourists may 
stumble across a mine and 


its starving owner. You 
should always carry 
extra food when you 
travel because you 
might have to feed a 
Starving miner like this 
one. Feed him and he 
will be grateful. He’ll be 
especially grateful if you 
bag five big moles for 
him. Moles, of course, 


are the sworn enemies of all miners. Once you have 
defeated the moles, return to the miner and he will 
give you a diamond. All this will happen after your 
first trip to Fourside. 
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LAST CHANCE 


DRUGSTORE 
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ae : 
3) DRUGSTORE pana, Sao 
VAY Ae 
E] MONKEY. CAVE Yoon 
BONE View ea EJ fe 
Py SUNBATHERS Wet Towel oe 
Refreshing Herb 
fT] DESERT MONKEY Calorie Stick 
fH sIGN Skip Sandwich 
Lucky Sandwich 
i) BONE Fruit Juice 
E] GOLD MINE Ricuic Linch 
MN BLACK SESAME SEED | Mr. Baseball Bat 
BE WHITE SESAME SEED | Thick Fry Pan Ye 
Silver Bracelet 3 
HK | CONTACT LENS Coin of Slumber TO THREED foe os ~ 
ARMS DEALER WX ALK 





Dusty Dunes Hesert 


For a sun-splashed vacation, head for the Dusty Dunes Desert between 
Threed and Fourside. Sunbathers flock here from around the world. In 
spite of the horrendous traffic problems on the highway, the region seems 
virtually empty. You can stretch out.and bask almost anywhere. 





DESERT DANGERS THE GRIZZLED MINER TRAFFIC PROBLEMS 

The intensity of the sun in the desert Get a taste of true desert life when When you first arrive in the desert, 
can effect travelers who aren’t used you visit the Gold Mine in the eastern expect traffic delays to make the high- 
to it. Bring along some Wet Towels to | part of the Dusty Dunes. The old way impassable. After you travel the 
keep your party safe from sunstroke. miner who works the mine doesn’t length of tl the desert, however, the 
The soaked towels can be purchased make much of a living. If you bring v ) (emer) traffic will clear 

at the drug store near the highway. along some extra food and give it to a 

Secret Herbs also help sunstroke vic- the miner, you'll make a friend for life. 


tims recover, but you'll have to stock 
up on that medicine back in Saturn 
Valley. 





ae WATCH 
Se POT \ c@ies si" OUT! 
oe : S we If you fight these 

= =) | poet baddies when they’re in 
the company of other enemies, 
they'll explode. 
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THE GAMBLER 

The three brothers hope to turn their patch of 
sand into a casino, but they'll have to spruce 
up their act. Their one-armed bandit isn’t 
worth a plugged nickel. 


—_—_—_ x | 
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DUSTY ROAD TO 
DEATH 

One of the historical sights you may encounter 
on your trek through the sands is the remains 
of unfortunate livestock who failed to bring wet 
towels with them. 
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MORE SUN SIGHTS 


Keep your eyes peeled for peeling people, like 
the sunbathers in the middle of the desert. 
Other strange sights include the Desert 
Monkeys who have found paradise in the 
dunes. 
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Bottle Rocket ............ 
Rust Promoter............ 





ENEMIES 


NBOOB 






RA 
This veggie villain protects its stem with 
PSI Shield. Use weapon attacks if you 
notice that the PSI Shield is being used. 
HP...232 / PP...42 | SPEED...20_ 
-OFFENSE...41 / DEFENSE...63 
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SESAME SEEDS 


You'll have to have sharp eyes to pick out the 
lone sesame seeds from the grains of sand. 
Two seeds—one black and one white—have 
fallen in the desert. They aren’t used for any- 
thing. 


\ Black 
) Sesame Seed 





White 
Sesame Seed 
| 


| 
( 
y 





Rout the Sprout using a concentrated 
attack of PSI Fire and other strong PSI 
attacks. 


| i 
A CONTACT LENS 
Someone has lost a 
contact lens out in the 
Dusty Dunes and they 
want you to find it. In 
Fourside, you can trade 


the lens for some dan- 
gerous socks. 
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Go to the second floor 
of the bakery in 
Fourside to deliver the 
contact lens. The foul 
sock can be used as a 
weapon. 
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THE GRAND 
GKANDE OPENS TO 
FEVERKED 
SHOPPERS! 
Fourside’s premier shop- 
ping emporium reopens its 
doors today amid specula- 
tion that the interior light- 
ing is susceptible to black 
outs. Department man- 
agers throughout the four- 
storey monument to con- 
sumerism in downtown 


Fourside commented that 
they expect record-setting 
crowds. 





TWOSON THIEF 
FINDS DEAD END 
ALLEY 


Convicted thief, Al 
Everdred from Twoson, 
was discovered battered 
in the alley beside 
Jackie's Cafe. One wit- 
ness reported that the 
man was woozy yet 
rude. “He called Mayor 
Monotoli a thief,’ report- 
ed Ms. T. Owsen. “Can 
you imagine?” 
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FOURSIDE POST 


MONOTOLI SUPPORT FADES 
AS CRIME SPREE SPREADS 


Fourside Mayor, 
Geldegarde 
Monotoli, reject- 
ed criticisms that 
his administra- 
tion has aided 
and abetted the 
criminal ele- 
ments in the city. 
“It’s simply pre- 
posterous,’ blus- 
tered the mayor. 
“Under my leadership, there has been an increase in 
public awareness of crimes, that’s all. We've brought 
crime out of the back alleys and into the daylight where 
it belongs.’ Critics maintain that Monotoli operates 
numerous illegitimate businesses from his 
Office tower. 
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RAKE STATUE OF 
PURE EVIL 
REPORTED MISSING 


A rare golden statue said to be the 
embodiment of concentrated evil was 
reportedly lost in Fourside. Experts 
believe that the statue may cause unusual 
phenomenon. “We may experience a 
reversal of normal events,’ explains Dr. 
Hildebrand Pell. “Pigs may fly. It should 
be quite exciting.” The ancient statue of 
Mani Mani was last seen in the pos- 
session of Mayor Monotoli. 


COMPLAINTS MOUNT OVER 
BUTTERKFINGERED COURIERS 


Continuing complaints aimed at Escargo Express Inc. 
may lead to a general boycott of the specialized deliv- 
ery firm. Courier, Don 
Yawn, was indifferent to 
the accusations of his gra- 
tuitous carelessness. “Sol 
dropped a priceless pack- 
age down a gopher hole. 
Hey, they — should've } 
insured it.” 








No. 23456 


Now available 
through subscription 


still only 45¢ 






DINOSAURS 
REPORTED IN 
MYSTERIOUS 
EAST 


The local Dinosaur 
Museum has_ reportedly 
received “fresh” dinosaur 
bones delivered from the 
Scaraba area. Proof of this 
was obtained when the 
curator opened a new 
restaurant that served ribs 
measuring 12 feet in 
length. 





U.RO. SPOTTED OVER 
FOURSIDE 


Dozens of citizens reported 
seeing an unidentified fly- 
ing object in the skies 
above Fourside. According 


to some witnesses, the 
round, flying — saucer- 
shaped vehicle wobbled 


across the sky as if it was 





4 fy; 


attached to a wire. 
looked like one of them 
movie spaceships,’ said 


eyewitness, T. Munson. 
Others reported seeing a 
weather balloon, swamp 
gas or a duck. 
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eepot 


If you’re traveling in 


Eagleland and would. ————C(S3C 


like to spend a night 
on the town, Fourside , @ 
is the best place to . 
go. This major urban 
metropolis boasts 
skyscrapers, theaters, 
hotels, department 
stores, parks and 
museums like any of 
the world’s’ great 
cities. 
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THE TOPOLLA 
THEATER 


The Topolla Theater in downtown 
Fourside features many of the 
top acts now touring the country, 
including favorites such as the 
Runaway Five. Nightly shows cost 
$30 and special guests are wel- 
comed backstage before the 
show. Like many of the big 
attractions in Fourside, the 
Topollo belongs to Monotoli 
Enterprises. 


FIRST CLASS SHOPPING 
IN FOURSIDE 


Fourside offers the casual or serious shopper 
a wealth of possibilities, from the food 

arcades near the lake to the towering Grand 
Department Store. The Grand, although tem- 
porarily closed from time to time, has a wide 
selection of goods. 
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FAST 
FACTS 


POPULATION occas 313,003 
Average Rainfall ............. Sat 
*Average Income ...$59,000 


*Major Industries........Finance 


i 





Fourside has often been com- 
pared to the Big Apple, New 
York City. The similarities are 
striking, from the towering 
skyscrapers to the constant 
bustle of the streets. Some vis- 
itors quickly note some less 
favorable comparisons, like the 
presence of shady businessmen 3 
and politicians in Fourside, but this seamy ade of the city 
won't stand in the way of most tourists 

having a wonderful stay in the Big 
Banana, as it is fondly known to its 
inhabitants. 










DINOSAUR 
MUSEUM 


You'll always find an academic 
researcher inside willing to answer 
your questions when you visit the 
Dinosaur Museum. Bones that seem 
surprisingly fresh have recently,turned 
up near Scaraba and have been brought 
to the museum to be put on display. 


EARTHBOUND 


mo Fourside City 


A city the size of Fourside can’t be thoroughly explored in a sin- 
gle visit. On your first visit, it is recommended that you talk to 
the local people and visit the smaller businesses like the bakery. 
Be sure to take in the show at the Topolla. 
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THE FACE OF DANGER 


Many visitors to big cities like Fourside hear about all 
the crime and they become alarmed, suspecting the 
worst from ! 
everyone on the 
street. Don’t fall 
into this trap. 
Dangerous peo- 
ple can be rec- 
ognized by their 
strange faces, 
which often 
look pale green. 





Bread Roll .u.........ssssssssssees 
GLOlGSANE. siccsscrfontctensee $18 
Skip Sandwich .......... $38 
Skip Sandwich DX........$98 
Lucky Sandwich.......... 





Street Salesman 
Broken Gadget......$109 


Broken Iron 
Defense Spray ....$500 | AN eee 
Rust Promoter ay 
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LIVE AT THE TOPOLLA! 


Step-by-step, you can follow 
these hints to cover this area. 
For a greater challenge, skip this 
info and explore on your own. 


Meet Pokey 
© 


rue runaway re can 


Buy Show Ticket 
© 





See Topolla Manager 
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Quality acts like the Runaway Five 
often find themselves the victims of 


Visit Runaway Five 





THE 





unscrupulous managers and theater Return to desert 
RUNAWAY FIVE agents. This popular group first made 
the headlines in Twoson, where a Talk to Miner 
with Venus theater manager was blackmailing the 
group. Now, in Fourside, the Five find Defeat five Moles 
Held over for the third straight week, the themselves in an even worse predica- 
Runaway Five can’t seem to run away ment. Instead of owing $10,000, they Get Diamond 


seem to be in debt for one million 
bucks. It may not be as easy for a 
good samaritan to help them out this 
time. 


from Fourside. Admission just $30. 


TOPOLLA THEATER 


“ "we =T <4 ‘heate 
“Again, we ve been cheated by something like that... 


Return to Fourside 
Pay off Manager 
© 


Paula is lost 


the theater ovner. «Unless you're able to pay 2 
: million dollars on their behalf? 


Get info from Everdred 









© 
Meet Warp Man 
© 
Friendly Ghost 
© . . 
THERE’S GOLD IN THEM THAR DUNES oe hore 
After scoping out the city, you might find that you need to return to the desert, Apple Kid calls 
taking with you a pair of dirty soeks*for good measure. If this seems like a good 
course of action to you, head to the 
mem || lower left area*of Rurside and wait for Go To Ney Rama 
the bus to Twoson, The bus will drop ; 
you off in the desert if you wish. Get bees i 0 


Learn Teleport from Monkey 
{| sLots of monsters appeared, © 
so | couldn’t proceed. 


| i] +There’s 5 big moles.._! Give Yogurt Machine to 
| 7 Secretary 


Rescue Paula 
© 
Go to Threed 
© 
Take Sky ao. to Winters 
Record Fourth Melody 


| Take Sky Runner to Summers 
G EARTHBOUND 


Desert Gold Mine 





Hl 1 CAPSULE 
BI BIG BOTTLE ROCKET 

FE] COIN OF DEFENSE 

EI CALORIE BOOK 

Gi TEDDY BEAR 

[I SUPER BOMB eb 
PS| CARAMEL 

FE] CROISSANT 

EE} PICNIC LUNCH MOLE 
I BOMB 
[PLATINUM BAND = Si 
[fl LUCK CAPSULE 
IF SECRET HERB 


t 
IZ] GUTS CAPSULE. MOLE is 10. 


; 
Nes oo 1 mnie 8 li 



























& 






Five giant moles 
have hampered the , 
miners’ excavations 
in the gold mine 
for too long. If you 
think you can help 
him, walk down 
into the mine and 

=e search out 
} the mighty 
moles 
using the 
handy map 
shown above. Fortunately, you won’t find 
many foes apart from the moles. Use PSI 
Flash against the moles. 


The mines twist and turn as 

they burrow deep into the desert rock, 

but you don’t have to worry about getting 

lost in the depths if you bring an Exit Mouse 

with you. The Exit Mouse will instantly whisk 
you away to the entrance of the mine. 


One 
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+This bus goes to Fourside 


+l can’t let you on if you don't 
2 oS sors “yy = ae 
os = ‘< Es ~ 
p4 j 
wa ee ae 4 
[’ 


DINO MOREMOLES SKELPION 6 Ab 


Defeat the five moles and return to the 
minen In gratitude for the daring feat of 
mole exterminationy.the miner, will drop 
a valuable,diamond, If he had half.a 
notion of just how valuablesthe diamond 
is, he probably wouldn’tegive up, the 
rock. You can return to Fourside once 
you have the ice in hand. Wherésshould 
you go with a valuable gem? The big city, 
of course—Fourside. 


Like many 
denizens of the 


Skelpion can’t aia 
abide PSI Thunder. 
andFreeze. c+ & # 
HP...137 / PP..21 / SPEED...37 
OFFENSE...4! / DEFENSE...23 


CRIMINAL 
CATERPILLAR 


This caterpilar won't bug you. 
Just bop him. 








A PhATINUM PERFORMANCE 
How much would it cost to buy a world class act 
like the Runaway Five? A cool million dollars, that’s sled ae AE EAe, 
how much. Luckily, you picked up the diamond in OFFENSE...37 / DEFENSE...16 


the desert, and it just happens to be worth a mil- SMILIN’ SPHERE 


lion bucks. Pay off the manager in the Topolla 
If other enemies are present when you 
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Theater and the Runaway Five will be eternally 


















attack this guy, expect 
grateful. him to blow up in your face 
and cause great pain and 
Sorry about ben Such Tocusne la ga feud haeoey suffering. 
troublemakers! Five performance at the 
Topolla Theater! HP...233 / PP...60 / SPEED...17 
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ae CUTE LIL UFO 


These tiny extraterres- 
trial visitors buzz annoy- 
ingly about firing 
beams that will 

give youa 


a nasty cold. 
*| heard the department store 


finally re-opened. 
*Hope they have a boffo sale. 





THE GRAND OPENING 


Travelers who return from the desert 
will often find the fabulous Grand 
Department Store open and ready 
for business. This towering edifice on 
the east side of town features prod- 
ucts for every conceivable purpose. 
Every floor is filled with specialty 
departments including food, items, 
condiments, tools, weapons. There’s 
even a sports and toy department 
where you can load up on Teddy 
Bears, Baseball Bats and Yo-Yos. 


HP..162 / PP..25 / SPEED..58 Dee 
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sh This odd-looking beast 





ag from the Dusty Dunes 
. Desert presents a seri- 
@ ous threat.Use _ 
Hypnosis to slow it 
—____—_— . down, then finish it 
RB MESSEEME! Deuce trypan $598ee _[ -Your attention please, en YS with regular attacks. 


as ae Ss ox Sees eS Chet’s try pan $1195 ce pe ] i «would the customer trom 
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= ] The Buffalo charges with 

a ~~ lowered horns and can 
Explore all four floorsof the Grand = After seeing everything and When the lights go out in ‘Lea Y ee] CAUSE a lot a damage. 
Department Store tofindthebest — talking toeveryone, thelights the big city, anything can aL a ri di Para ie to stop 
buys on some great merchandise. may go out in the store. This happen. Unwary tourists tees, | HIM INNIS tracks. 
Don't miss the arms merchant inthe means that you've been shop- =mayfindthemselves __ Se ee | HP..341 / PP..0/ SPEED...II 
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storeroom. ping too long. It alsomay mean —_ snatched away from their SS GFFENSE.164/ DEFENSE. 104 


something more menacing. friends and family. 






EARTHBOUND 


desert, the —- ae 


Silver Bracelet ..$599 
Gold Bracelet..$2,799 
Insecticide Spray ...$19 


Toothbrush.............. $3 
Protractor .............. $2 
i Toys 


SEASONINGS 


EY BURGER BAR $4 Ketchup Packet ....$2 


. Trick Yo-Yo .......... $998 
dia Coin of Slumber ....$1500 
Fruit Juice .............. ¥ 


Coin of Defense....$2,000 





Sugar Packet.......... $3 “” 
Gai erste $6 Tinof Cocoa... $4 Red Ribbon ....$179 
Hamburaer ...........$14 Carton of Cream....$4 a ehehe yale 
GET wossesssseee Teddy Bear .......... $178 


Sprig of Parsley ....$2 


Double Burger......$24 Jar of Hot Sauce ..$3 


B GROCERIES Sand Lot Bat .......... $98 


Minor League Bat ..$399 
Mr. Baseball Bat ..$498 
Baseball Cap ........ $19 


Boiled Egg sc... $9 Salt Packet ............ $2 


Bread Roll ............ $12 
Croissant .............. $13 [2] DRUG COUNTER 


LEC een $5 


Cold Remedy........ $22 
Refreshing Herb ..$80 
Protein Drink........$38 
: Calorie Stick ........ $18 
|G toois 

| Deluxe Fry Pan ..$598 
Chef's Fry Pan..$1,19 













LO ee $149 
Super Bomb........$399 
Bottle Rocket ......$29 


FLOOR MAP 


After exploring the entire department store, you'll 
eventually decide to move on and head for the front 
door. Suddenly, as you cross the foyer, the lights go 
out, and before you can say, “Take me to your 
leader,” a green alien with waving tentacles scurries 
across the floor, grabs Paula, and vanishes with her. 
What terrible luck. The next thing you know, the 
intercom gives you directions to visit the office on 
the fourth floor. Expect to be attacked by some Gift 
Boxes on the way up. The green alien 
waits for you in the fourth floor office. 
After defeating the alien, you'll get a 
hint about Monotoli. 





This department store is 
gonna. be your grave! 


*Gv/aragh. 
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The best place to start 
searching for a missing 
person in Fourside is the 
cafe in the northwest 
quarter. That’s where the 
locals hang out, get wired 
on coffee and gossip. It 
seems that Monotoli, the 
mayor and kingpin of 
Fourside, often hangs out 
here, too. While talking:to 
the patrons of the cafe, 
you may hear a distur- 
bance outside. It’s proba- 
bly because someone has 
been found lying in the 
alley outside. Give some 
food to the scuzzy.guy on 
the right and you'll be able 
to reach the downed man. 
Talk to him to see what's 
happened. 





*Does Mr. Geldegarde Monotoli 


come here often? 


*There’s a loud noise outside 
+tdust be the seventh inning 
stretch, 





_ The last time you met Everdred was in 








‘Everdred stole Carpainter’s Mani Mani statue 
~ after you whacked Carpainter. He wanted to 
* sell the statue in the city, but Monotoli stole 
it from him. Go back to the 
cafe and check for a hidden 
secret at the wall behind 


¢Don’t cut in front of me! 


+f you give me somethin’, I'll 
let you have my spot. 










Burglin Park in Twoson. It seems that 


Aren't you Ness...? 


¢. icant see too w 


the counter. 


eEverything’s blurry 


THE TRUTH BEHIND 
MOONSIDE 


Moonside may seem like a dark and dangerous place, and it is, but 
it is also a dimensional representation of Fourside in which everything is 
backwards. Beware of lurking enemies if you stumble into this netherworld, and beware 
of questions. Not even language remains unchanged in Moonside. Yes means no and no 
means yes in the local dialect. Travelers to this X 
dimension will also find warps that carry them from 
one area to another. Look for the Warp Men to send 
you on your way. 





¢One sleep period is $150 


+Do you want to sleep? 








This bad braid, this twine 
> of terrorisn’t as much of 
} apainin the neck as it 
seems. Use PSI Fire to 
unravel its attack. 


Fee HP..231 / PP..0 / SPEED...18 
Wee OFFENSE...47 / DEFENSE...52 





9 agen 
HP...247 / PP...0 / SPEED...33 
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The lone lobo attacks ferociously, but 
you can stun him with Paralyze. 


These reptiles slither into 
the picture one at a time. 
They are nothing to worry 
about. 


HP...270 / PP...0 / SPEED...18 
OFFENSE...52 / DEFENSE...80 





The moles in the gold 

mine use PSI Shield to 

protect themselves, but 
ou can attack with 
reeze and Flash. 


HP...386 / PP...1 10 / SPEED...17 
OFFENSE...59 / DEFENSE...129 








Although you man not run into this 
careening Car in Fourside, it will be try- 
noe run into you. Slow it down using 


Paralyze. 
HP...253 / PP...0 / SPEED...38 
OFFENSE...53 / DEFENSE...68 


: 0 This sinister sianpoee won't give 


ou any warning before it attacks. 
e prepared with your Paralyze or 
Sleep PSI powers. 


HP...295 / PP...98 / SPEED...17 
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EARTHBOUND 












Moonside 


The darker side of the city appears when you 
explore the back wall of Jackie’s Cafe. Suddenly, 
you're in another dimension where nothing is what 
it seems to be. Even the language spoken in 
Moonside seems strange, and the enemies are 
twisted nightmares. 


Map Key 


EY CAFE 

EGE} HOTEL DARKMOON 
[5] MOONSIDE HOSPITAL 
Dy) MOONSIDE MUSEUM 
f] MONOTOLI BUILDING 





PROTEIN DRINK % oe 















SECRET HERB 
fa DOORMAN NIGHT PENDANT 
GOTO HANDBAG STRAP 
DOUBLE BURGER 
GO TO 
GO TO DOORLESS ROOM 
GOTO @ GoTo &@ 


When you make the full circuit 
of warps in Moonside, your final 
stop before ending up in the 
hotel is in a room without 
doors. There you will find a 
shadowy, invisible man who will 
join your party. He is the gold- 
toothed man who is your ticket 
past the 
eWhat the .? man 
You're looking for some kind 3 
ot door? guarding 
| the Mani 
Mani 
Statue. 


Look for a mysterious character—the Warp Man— 
if you want to explore all of Moonside. When you 
step up to him, expect to be transported to a sepa- 
rate part of the neon-lit city. He takes on different 
appearances in different places. Each Warp Man 
sends you to a different location. 


= i is 
cece || 





1S Zz, 













¢ 


*Lan you see mer 


Yes 





You're the man whose 
eyebrows are connected and 
who has a gold tooth! 


nA 
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ENEMIES 


This is a descend-ant 
of Titanic Ant. Watch 
out for poison attacks. 
Your PSI Freeze should 
put a chill onit. 


HP...308 / PP...81 / SPEED...17 
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Carpainter’s Mani Mani Statue radiates evil 
power. If you manage to reach the icon, use a 
regular attack. If you picked 
Don’t do anything to mel up a Super Bomb in the 
Bicep Ala Be sabih org Grand Department Store, 
use it to end the battle 
quickly. You’ll return to 
Fourside from the illusory 
world of Moonside after 
shattering the statue. 














He may look pretty potted, but 
this obnoxious drunk sobers up 
in battle. Use a regular attack. 


HP...288 / PP...0 / SPEED...17 
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A cup of coffee in 
the Department 
Store may bea 
real grind. Don't 
let it splash you. 


HP...190 / PP...0 
. SPEED.......23 
When you exit the warehouse with the remains 
4 *¢ The Mani Mani statue was f M . M . S aT ° OFFENSE...55 
2 eres een = of the Mani Mani Statue you'll reappear in DEFENSE...20 


illusions Jackie’s Cafe in Fourside, back where you start- 
wae ed. The Apple Kid will be calling you with the 
news of a new invention—the Gourmet Yogurt 
Machine. This device may help you find a missing 
companion. 





*Hello, this is 4pple Kid 


*Uko uke kauike 

eg essere ane Put the spin on this 
disk with stron 
attacks and PS 
power attacks such 
as Fire that inflict 
damage. 


Dunes desert) 





HP...263 / PP...35 / SPEED...20 
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+Hella! 
¢| heard you talking about coal 


’ 
; 
trout-flavored yoqur t : wee 
7 - . e 


After your adventures on the dark side of town é oe 
This bad bass guitar — 
may strike a chord with 


in Moonside, you'll probably want to spend some 


time in the sun. What better place to go than the in some, but it wants to 
Dusty Dunes Desert? There you might find it t ppttle See LT 
interesting to descend into the spiritual world of a , The Fyanklin 
Tarah Rama —_— ) Badge 
g . 

beneath the reflects Musica’s 

; attack notes. 
burning sands. A ! . Gp 
monkey will sug- S & 7  ipeenie | HP...292 / PP...0 / SPEED...2 = 
gest that you sve aks uy 4 ATT Ty OFFENSE..69 / DEFENSE..85 Sea c® 
Visit the guru. Pa ——=— : Sa HS. 
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EFARTHBOUND 


+Ukippkyako Ukikiki? 
+(Do you have 
2 Skip sandwich?) 


At 


GIVE ITEM 


COLLECT ITEM = | 


| deo el * 


<4 La eae WIN ‘ 
ae ty 


a ane i 





HAMBURGER 
RULER HAMBURGER 


The missing trout-yogurt machine waits for 
those who struggle on to the end of the maze. 
Take it back to Fourside to give to the maid. 





USE PENCIL ERASER 
CUP OF LIFENOODLES BRAIN FOOD LUNCH 
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The guru and his monkey in 

the cave will teach you the — =a. 

power of teleporting { lonotoli Building in Fourside if you 

between two locations in the ... havea missing friend. It will be even better if 

blink of an eye. To activate  — you have the Yogurt Dispenser since the maid 
; : ses ee ae | 

PSI Teleport you’ll need will nelp you EE 

about a screen and a half in z you give her the 

straight line for you to geta achine. Give the 

running start. 4 ~ « maidsthe dispenser 

















SUDDEN GUTS PILL 
VITAL CAPSULE 










efMll teach you teleportation.) 


4 i. » el IN 


¢(Let’s go outside.) 


SERVANT ROOM 
iS ce 


‘tthe 
A ‘thee 
Ag 












Before going to the desert, a 
maid shows up and lets you 
know that she needs trout- 
flavored yogurt. When you 
return with the Apple Kid’s 
machine, seek her out. 


ENEMIES 


Put out the fire in this 
foe's pump with any 
attack. As a fighter, 
the Hydrant is all 
wet. 





HP...309 / PP...0 / SPEED...14 
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The Statue puts up a bet- 
ist hou tae Carpainter 

id back in Happy Happ 
Village, but you Should be 
able to beat it without 
difficulty. Just make sure 
ey go into the battle 

ully powered up. 


HP...860 / PP...88 / SPEED...15 
OFFENSE...86 / DEFENSE...145 
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You'll find Sentry 

Robots on the upper 
floors of the Monotoli 
Bldg. They take about 
300 HP of damage. 


HP...372 / PP...0 / SPEED...17 
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It may look funny, but this 
robot won't give up. Look 
for some help from the 
Runaway Five. 


HP...962 / PP...0 / SPEED...83 
OFFENSE...88 / DEFENSE... 137 


The Plague Rat of 
Doom uses 
SMASH attacks 
frequently. Kee 
yourself heale 
and in the fight. 
Use your top Fire 
and Flash PS! 
powers. 


HP...1827 / PP...60 / SPEED...19 
OFFENSE...71 / DEFENSE...180 


EARTHBOUND 













If you helped out the maid by giving her the Yogurt 
Machine, you'll be able to reach the top floor of the 
tower. Work your way through the maze of the 48th 
floor of the Monotoli Building, exploring every room. 
Pokey’s robots will try to stop you, but they aren’t as 
tough as they might seem. Use your special PSI attack 
and fighting attacks to cripple the robots. 

















¢Ping! Clankety clankety... 
«Rattle, rattle dwourrrrr!... 


Some guys rushed into 





After fighting the Clumsy Robot, you'll pass through one 
final door and discover Paula, who has been held captive 
by Mr. Monotoli. The businessman was trying to make his 
escape via helicopter 
*Stop! That's enough! Please in a dramatic exit. 
stop! Check out Mr. 
Be NM toes Hath Monotoli’s Heli Pad! 


¢._.Ness! 


¢ fou finally made it here! 


+ Tra tine 
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The Runaway Five and its bus will be waiting downstairs 
at the Monotoli Building. Hop on board for a quick trip 

i back to Threed. This 
time, you won't 
have to fork over a 
million bucks for the 
honor of riding with 
the band. 











Allright! We 
el’'m sorry we c 


Tor you 


Back in the graveyard in Threed, where Jeff left the Sky 
Runner after it crashed, you'll find a couple of local kids 
who have painted the flying saucer. Jeff will quickly fix the 
broken parts, then you can fly off to Dr. Andonuts’ lab. 
From there you can go to Summers. 













SHINING SPOT 


Visit with the monkeys at Dr. Andonuts’ lab, then return to the cave that you 
couldn’t enter before north of Stonehenge. Now, you'll meet the boss— 
Shrooom!—and get a chance to collect the song at Rainy Circle. Shrooom! is vul- 
nerable to PSI Fire, but he'll also take a beating from Jeffs Bottle 
<< pees Rockets and Bombs. With 
<, eal Shrooom! out of the way, go on to 
*@ Rainy Circle and collect the melody. 


This is the tourth “Your 
Sanctuary” location. But it’s 


mine now. 


Paula tried 
PSI Fire 6! 


RAINY CIRCLE 


The fourth “Sanctuary” area is beyond 
Shrooom! in the small valley known as 
The Rainy Circle. Here a steady shower 
dimples the waters of a green, peaceful 
pond. Once you’ve collected the melody 
with your Sound Stone, return to the lab 
south of Stonehenge. 


\ 


Bt 

= A FRIENDLY © 
CAVEMAN | 

Dr. Andonuts’ caveman friend keeps a 
shop on his person. Before heading off 
to visit Shrooom!, say hello to the cave- ~ 


man and stock ub on DX Water and © 
Beef Jerky. ie 


\4 

vas 
_ 

"9 


(hay | help you?) 
*Wakka ungawa? 


(What would you like?) 








SUMMERS VACATION mS 


If you.get the chance, take the Sky Runner We 
to the sunny, sandy beaches of Summers. vos 
You'll enjoy fine dining, a —S oor 
world’class hotel, a 
museum of ancient arti- 
facts, and great surfing. 
Don't forget to visit the 
harbor and old town 
area for information and 
the best deals in town. 

























ENEMIES 


DEPARTMENT 
STORE SPOOK 


After the alien hits 
the lights and cap- 
tures Paula, head to 
the fourth floor to 
fight the green fiend. a= 
It uses Fire, Freeze 
and Brain Shock. You 
should use Jeff's 
Bottle Rockets. 


HP...610 / PP...290 / SPEED...19 
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DALI’S CLOCK 


Dali's Clock may look 
twisted, but it 
freezes time and 
stops your attacks. 
wee Use Hypnosis to 

eee S|OW it down. 








HP...296 / PP...0 / SPEED...4 
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ABSTRACT ART 


This art may not 
make sense to 
ou. It makes 
ess sleepy just 
thinking about it. 
Use Paralysis to 
knock some 
sense into the 
painting. 





HP...301 / PP...60 / SPEED...19 
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e—\ ROBO- 
“a PUMP 


The whis- 
pering of the 
Robo-Pump 

counts 
down to an 
explosion. 

You have 

three turns to 

take it out 
before it throws 

a bomb. Use 

your special PSI 

attack and 

Freeze, or 

attack it with 

your regular 
fighting 
option. 


HP...431 / PP...0 / SPEED...19 
OFFENSE...70 / DEFENSE...1 13 
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After years of terror- 
izing both fishermen 
and travelers in the 
ocean between 
Summers and 
Scaraba, Kraken was 
destroyed this week 
by an unlikely hero: a 
young boy from the 
far-off village, Onett. 
No matter where the 
brave lad hails from, 
he’s being honored by 
everyone who has 
feared to sail the 
seas for the past 


many years. 


arg 
‘Sia 
Summers 
After completing 


the rigorous train- 
ing required by his 
royal position, Poo, 
the Prince of Dalaam, traveled to our 
fair city to meet with the local hero, 
Ness. According to a Dalaamese source, 
Poo plans to travel with Ness and offer 
advice on some upcoming historical 
expeditions. 
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| 
ome from homes 


: a 


In an unexplained development, 
several citizens from Winters have 
been reported missing from their 
homes in recent days, and police 
investigating the disappearances 
have no explanation for the myste- 
rious occurrences. Anyone. with 
possible clues is asked to report 
them immediately to the Summers 
Police Department. 
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The Captain’s wife has long been 
making Magic Cake, and it’s now 
the hottest selling treat on the 
beach. A hit with both tourists and 
locals alike, it is somewhat difficult 
to come by because of the limited 
nae available. 








-—T- 


g = 4 i ,— 
_aenkce PPFraRISe«dcs FOr 


flavor 


delicate 


Although she’s very modest, the 
Captain’ wife says that people 
rave over the cake’s light, velvety 
texture and delicate flavor. The 
cake comes only in the original, 
chocolate flavor, and she has no 
plans at present to add other fla- 
vors. 


66Be 


‘it’s to drea yes 


a SVG for! 


hiees) a big fan of the Captain’s 
wife’s cake, claimed that he entered 
a dream-like state as he savored a 
slice. He actually felt as though he 
had been transported to Dalaam in 
a transcendental way. 


_ eee 
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Sun drenched beaches and ' 
posh resort accommoda- 













& SHOPPING 


MENS & . 


beach & Port 


~~ 


tions paired with a bustling }223uuaee ee we t nS 


port make the villages of» 


get-away 
Summers is elegant but 
expensive, so take lots of 
cash and plan ahead for the 
vacation of a lifetime. 





FIVE-STAR LUXURY ON 
THE BEACH 


Expect elegance when you check into 
Hotel Summers, a beautiful, full-service 
resort located right on the beach in the 
downtown area. You'll drift off to sleep 
rocked by the waves gently lapping the 
shore and wake to brilliant sun shining on 
the azure water. 


EERE EERE EEE EERE EEE EE EEE EEE HEHE EEE HEHEHE EE EEE EE HEHE EEE EHH EEE HEHEHE 


DELUXE TOUR PACKAGE 
2 DAYS, 7 NIGHT ONLY $10,000 


Be sure to check with your local travel agent 
for the best deal and best time of year to 
travel to Summers. The Summers travel 
bureau occasionally offers special package 
deals that let travelers save significantly over 
the usual rates. 


a nn 
ee he | 


Summers and Toto great ,§ 
destinations. 


- 


Uncrowded Beaches but a 
Lively Atmosphere 


Prepare for fun when you plan a vaca- 
tion in Summers. You'll want to hit the 
pristine beaches early, not because 
they’re overly. crowded but because 
you won't want\to miss a minute on 
the beautiful shore. Vendors sell treats, 
such as gelato, to give you a mid-day 
pickup. Nightlife starts late in the 
evening and lasts until the wee hours. 


OUTSTANDING VIEW AND 
TERRIFIC SNORKELING 


The views at Summers are 
great from both above and 
below the water: From the 
beach, gaze on brilliant 
turquoise waters that stretch 
as far as the eye can see. 
Underwater, snorkelers and 
divers revel in brightly colored 
fish of many species. 
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FACTS 

SUMMERS 
POPULATION ...cesccenesene 3,800 
*Average Temperature....88 F 
S SUSIE ci... de MM Reid 10 
PConvertibles .....cscscsnsasene 23 
eer omer conc e 73,802 

“am ~TOTO 

DF Population .acininnm 2,103 
*Average Temperature....82 F 
SF ishe rman ainacteincmomenass 38 






Peres rir OSC Ore i ter eri rs 


SIGHTSEEING 
TOURS 


From port of TOTO 









Boats depart hourly from the port of 
Toto to Scaraba. Schedule your tour 
on the spot or in advance to ensure 
that space will be available. 







SECRET MEETING 


A Secret Meeting will be held 
at an undisclosed time to dis- 
cuss unnamed details. 


eWhen: Secret 
ePlace: The Stoic Club 
eTime: Secret 
ePrice: Secret 





EARTHBOUND 






MMEPS RESORT Heexes 


in fo et time of your life when you make Summers your - _ Seven epee 
dest AS ae it’s quiet you want, stretch out on the beach under 

anum maton with a good book, or take a break from the beach and STOIC CLUB 

spend the afternoon taking in the exhibits in the Cultural PB) CULTURAL MUSEUM 
Museum. If adventure is more your style, take advantage of any of [J HOSPITAL 

the active water sports offered by locals, from para-sailing to Ga SIGHTSEEING SHIPS 
scuba diving. Whatever makes your vacation memorable, you’re _ fe] STREET VENDOR 


bound to find it here. 
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[F] GELATO STAND [ff GROCERY STORE 
Mi}. DRUGSTORE 
Drugstore 


Big League Bat $3,080 
Chef's Fry Pan $1,198 
Lucky Coin $6,000 
Gold Bracelet $2,799 
Platinum Band $6,899 
Diamond Band $9,998 
Super Plush Bear $1,198 


SKY RUNNER CRASHES ON BEACH 
Beachcombers were surprised when an unusual heli- NEW EXHIBIT AT THE CULTURAL 


copter-like airship crashed on the beach. Inside were 
Ness, Paula and Jeff, who were traveling from Winters. MUSEUM 
They were hoping for a slightly softer landing. 


L’Hotel du Summers 


— es 


i: Sn 
~\ 


a0 .Qtper Person Pey igh 





Interesting artifacts are on display in the Scaraba Cultural 
Museum. For $3 a head, you can examine the exhibits that 
are el open. Upstairs is a display of Scaraban hiero- 
z Ee glyphs, but it’s presently 
under construction and not 
open to the public. 










AESTAURAANT 


ELEGANT SERVICE, DELICIOUS 
SEAFOOD 


Pasta di Summers ....$128 


Kraken’s Soup 
Royal Iced Tea 


Fruit Juice 
Chefs 3 een Te 08 
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te Stee in ‘time to eee 
anc ent artifacts that are part of 
Scarab ba’s cultural history. Now 
cr are’: exhibits of rare and 


No. 120315 


Cultural Museum 


ile relics that tell us how 

. e ancient Scarabans lived. 
i : Bee : 8 a.m.- 6 p.m., Monday 
h ane eae and 10 am. 





GO TO THE PORT OF TOTO 


When you explore the port village of Toto, to the 
east, you'll meet a Captain who tells you about his 
wife, who makes Magic Cake. She hasn’t been doing 
much baking lately, though—she’s been hanging out 


5 mq at the Stoic Club, and 

! -& worried about my Wife. th - ° - 

. I'm nat atraid of the Kraken! € aptain IS none 
too happy about that. 












GET ALINE TO THE CLUB 
In one of the houses near the Captain’s 


dock you'll find a man who knows the GET MAGIC CAKE 


number to the Stoic Club. It’s an exclusive 
When you have a reservation, you 


gle iat yet: es can enter the club and talk to the 
just anybody in. Once 
Fa cives Sc Sc patrons, who are all pondering 

SV ae 5 important issues. One man will point 


He Sat Abate out the Captain’s wife. Go talk to 
phone and Cail ahea her to see if 


for a reservation. an 
she'll give 


you some of 
her Magic 

























SS sere 


USE THE PHONE AT THE STORE 


Also near the Captain’s dock is a store that 

sells supplies that are much less fancy than = ‘ia ene 
the ones in Summers’ Grocery Store. Use i 
the telephone there to call the Stoic Club. 
Make your reservation, then head back 
down the 
street to 









a. aime aaa 


TRAVEL oTEP5 


If you follow these steps, you 
should see all of the sights in 
this region and do everything 
necessary to move on. 


Get Stoic Club Phone 
Number 


© 


Call for Reservation 


© 
Talk to Woman at Stoic 
Club 


© 
Get Magic Cake 


© 
Eat Magic Cake 
© 


Go to Dalaam 
© 


Complete Exercise 
Ask The BY, about Ness 
Return to Summers 
Go to Cultural Museum 
Give Guard a bribe 
© 
Get pity 27s copy 
Get Phone Call 
From Mr. Spoon 


© 


Go to Natural Museum in 
Fourside 


© 
Get Carrot Key 


© 
Go to Southwest Cave 
Use Carrot Key 
© 
Get - Melody 
Teleport back to Summers 
Talk to oe at Toto 
Take the yi from Toto 
Defeat Kraken 
© 


Go to Scaraba 


EARTHBOUND 




















THE VOICE OF VALAAM 


Paleanent Prince Completes 
Rigorous Training 


Prince Poo returned triumphantly from the Place of 
Emptiness, where he successfully completed the final 
stages of his psychic training earlier this week. “It was 
a question of mind over matter,” he commented, when 
asked about the challenge. According to the spirits that 
put him to the test, Poo handled the test brilliantly and 
passed with flying colors. “He’s a prince that all of 
Dalaam can follow with pride,” they stated. 


Franklin Badge Saves Lives of Young Tiebers 


Storm. Although brave in battle and quite 
Skilled for children of their ages, they 
were actually saved by the Franklin 
Badge they carried. It deflected the 
lightning attacks of their stormy 
assailants. 


The young travelers who have been the 
talk of the town were able to enter the 
southwest cave this week by moving the 
Rabbit Statues that had long blocked 
the entrance. Once inside, they were 
attacked by twin threats, Thunder & 








WINTERS 
HIGH SCHOOL 


vos SCIEN Che be 


WEEKLY 





Rare Discoveries Made 


Although the occurrences appear to be rare and 
completely random, tests conducted over the last 
several months reveal that certain enemies drop 
valuable items when defeated. Researchers are 
unclear as to what makes the enemies react in the 


SPIRITUAL POWERS PUT TO THE TEST : 


Paula, one of the young travelers who recently passed through the region, was® 
found to have some unusual spiritual powers, according to observers. 


manners observed, but they’ve charted the dis- 
coveries below. 


Bionic Kraken Legendary Bat 
Starman Super Sword of Kings 
Chomposaur Magic Frypan 
Ghost of Starman Goddess Ribbon 
Major Psychic Psycho — Star Pendant 
Whirling Robo Meteornium 


Hyper Spinning Robo —_ Meteorite 


NINTENDO PLAYER’S GUIDE 


«WARM LIGHT 
Paula increases the HP of friends and 
foes alike with this prayer. 


*VERY SUBTLE LIGHT 
This prayer ups everyone's HP by twice 
as much as the Weak Light. 


*DAZZLING LIGHT 
PK Flash zaps everyone when Paula 
utters this powerful prayer. 


eMYSTERIOUS LIGHT 
When the Strange Light envelops the 
group, it ups everyone's PP. 


*GOLDEN LIGHT 


The Golden Light maxes out one random- 


ly chosen character's HP. 


eSHEET LIGHTNING 
When Lightning strikes, it causes the 
same damage as PK Flash. 


*RAINBOW COLORED LIGHT 
The amazing Rainbow Light brings all 
deceased parties back to life. 


MYSTERIOUS AROMA 

Paula's sweet-smelling shower puts all 
parties to sleep temporarily. 

e THUNDER 

When Paula’s prayer calls on Thunder, it 
strikes all parties with Brain Shock. 
eHEAVY AIR 

One of Paula's prayers shrouds all par- 
ties in fog, causing their defense to drop. 

















to harness the power of his mind. 


EXPERIENCE 
THE 2-2) TOUR 


You can't visit Dalaam without experiencing our 
famous Zen Tour! The four-day experience Is an adven- 
ture in relaxation—we'll send you home limp as a gruel- 
soaked dishrag, guaranteed! 


DAY L.Climb the Mountain of your choice 
DAY 2..Ponder the meaning of Spam 
DAY 3..Walk on fire without blistering 


DAY 4..Sit motionless all day 
Good (o> your health and your mind! 
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PSYCHIC LEADERS QUIETLY 
PASS ON THEIR SKILLS 


Reknowned psychics live quiet lives in peaceful 

anonymity in Dalaam, but they willingly teach those 
who seek to learn—and those who have the special 
ability necessary to harness their inner psychic powers. 
The greatest psychic master of them all has dedicated 
his life to tutoring Prince Poo, who has slowly and steadily 
progressed through the many life lessons that give him the special ability 










& SHOPPING GUIDE 


The magic of the ages seems to spill 
from every corner of the mountain 
village of Dalaam, which is far from 
the frenetic pace of the city. If 
you’re searching for inner peace, or 
simply looking for a getaway that’s 
far off the beaten path, you’ll want 
to plan a lengthy stop here. 


* POPUIAtION cscs 1,033 
* Average Temperature..70 F 
FAST PONT ines: fe. tycseecsanennes 1 
FACTS SPLINCOS. ance o areata | 


* Average Temper Tantrums ..O 


Fresh, Pure Mountain Air 


A popular destination for those seek- 
ing healthful retreats, Dalaam offers 
fresh, pure mountain air and plenty of 
opportunity for brisk exercise. The 
people lead simple lives, unconcerned 
with the glamour and glitz common 
to larger resorts. Don’t expect fancy 
hotels or a bustling night life—you 
won't find them here! If you want to 
return home completely rested, this 
could be just the ticket for you. 





FREE FIREWALK 


For a limited time only, Firewalks 
4 U is offering one free, introduc- 
tory walk on fire to the first fifty 
people who respond to this ad. It’s 
a $50 value, and it’s valid for a lim- 
ited time only, so act now to 
reserve your space! 


*DATE..JULY 4th 
-PLACE..RAMMA COALS 
*TIME..7:00 PM » CHARGE..FREE 











EARTHBOUND 


Naldam 


After eating the Magic Cake in Summers, Ness lands in a 
dream in the far-off land of Dalaam—and the dream he lands 
in is not his own. He enters the persona of a young prince 
who is about to set out to prove that he’s deserving of the 
Dalaamese throne. The traits 
required include wisdom, valor 


and, perhaps above all, patience. 
Map Key A. 


EN TEMPLE 
Mf 
@ 6 





_ By RESTAURANT 
| TRIAL GROUND 
‘Ww 


{~ 


POO, ; 
THE PRINCE 


Poo has studied for nearly all 
of his young life to learn the 
princely ways that will make 
him fit to rule in Dalaam. He 
has become a master of the 





POO: A PRINCE IN TRAINING 


¢| won't say anything. 
*Go to “Mu,” the place of 
emptiness again. 


Poo is popular in the land of 
Dalaam, and he seems to be a 
hit with the ladies. He is wise 
and powerful, and not bad 
looking if you’re into semi- 
bald guys with ponytails. The 
time has come, however, for 





him to quit pursuing the girls 
and start becoming a protec- 





*Poo opened the chest. ; 
*VWHOAAAAAAAAASH! : 


+ There is a Brain stone inside! 











° W H 0 & Fa * Fn ’ & co & raf & & a i 


+ There is a Bowl of rice gruel 


inside! 


NINTENDO PLAYER’S GUIDE 


tor of the people. 


*Hello? 


*..Js that you, Ness? 


*VHOAAALAAAAAESH! 
¢There is 3 Jar of delisauce 


inside! 








martial arts, and he has been 
schooled in the social graces 
befitting royalty. Now he 

must prove that he has the 

mental powers that he'll 

need in order to be a superi- = 
or warrior and military 

leader. 


PSYCHIC POWER 


After long years spent 
studying the power of the 
mind, Poo has developed 
some remarkable psychic 
abilities that serve him well 
in battle. He commands 
powerful attacks and 
recovery spells, as well, so disi0 ann 
he’s handy to have around. SI6) 2115) 


MIRROR MAGIC 


The Mirror allows Poo to 
take the form of an enemy 
during battle. The effect 
casts for that battle, and 
the player doesn't control 
Poos attacks. Poo effec- 
tively becomes the enemy. 








POO LEARNS PATIENCE 


When Poo sets out for the eastern plateau to 
complete his training, he must be patient. 
Now his enemies—and his masters—will try 
to make him yield control of the battlefield, 
but he must wait and watch. After he climbs 
the mountain, he must sit and wait. Enemy 
spirits will try to trick him into 
returning to the palace too soon. 
He must battle the spirits then wait 
patiently for a message from his 
master that it is time to return. 


* You have nice eyes. 














+. fou must be Prince Poa. 













*Prince Pool 


*Prince Poo + You have now completed your 


slam the spirit of your ancien tr “ining! 

i — 
(50, Prince Poo. 
+No legs, no arms and no 


sound... 


THE RABBIT CAVE 


As he returns to the palace, Poo 
will discover a mysterious cave in 
the southwest that is guarded by 
unusual Rabbit statues. He can’t 
enter it at this time, for he has no 
way of moving the statues. Later, 
when he discovers a way to clear 
the entrance, he should return to 
the cave. 


TIME TO TRAVEL 


After completing his train- 
ing and returning to the 
palace, Poo will be instruct- 
ed to leave the land of 
Dalaam in order to help 
Ness’s party. He will use 
his special PSI power to 
transport to Summers, 
where he will meet up with 
Ness, Paula and Jeff. Next 
the group will return to 
Fourside to wrap up some 
unfinished business. 
lam proud 


*You have completed your Mu 
| | 


training 





Restaurant 


Dalaama 


Hood tor Body. 
Nima, anal Spirit. 





*My name is Poo 


tlam the one who will fight 


Jar of Delisauce 


*eBrain Food Lunch 








ENEMIES 


OVERZEALOUS COP 


Most cops are good guys, but 
a few of the men in blue have 
agendas of their own. Stay in 
| the shadows and out of their 
=| way to stay out of trouble. 


HP...325 / PP...0 / SPEED...18 
OFFENSE...69 / DEFENSE...75 


TOUGH GUY 


Summers, being aresort town and all, has 
lots of interesting sorts han ng out near 
<= the beach. One of the 
beach bumbs you'll 
meetisaguyina 
Hawaiian shirt. He 
| doesn’t have anything 
| todo other than get 
into trouble. 





HP...342 / PP...0 / SPEED...18 
OFFENSE...69 / DEFENSE...75 


SHATTERED MAN 


When you go upstairs to read the Hieroglyph 
in the museum, you'll run into a Teeny old 
man wrapped in rags. He'll pop out of his 
coffin to 
attack you. 
When you 
defeat him, 
he'll leave 
behind some 
Mummy Wrap. 


HP...694 / PP...0 
SPEED. cua 
OFFENSE...72 
DEFENSE...92 






TANGOO 


Playing his magic pipe, 
Tangoo will try to mesmer- 
ize your party. Don't let him 
trick you! Pick a fight and put 
an end to the music. 


HP...371 / PP...5 / SPEED...19 
OFFENSE...96 / DEFENSE...99 





KRAKEN 


When your aeetumns from Fourside, 
ou'll be able to board a ship and set sail 
or Scaraba. The passage won't be peace- 

ful, though. You'll have to battle Kraken, 

the sea beast. 


HP...1097 / PP...176 SPEED...2| 
OFFENSE...105 / DEFENSE...1 66 


EARTHBOUND 


oummers 


Ness, Paula and Jeff are back in Summers, where we 
left them eating Magic Cake on the beach. When Poo 
joins them, it sets a‘new chain of events in motion. 








MAKE TRACKS FOR THE MUSEUM 


The rare gem that Poo possesses is your ticket into the 
room upstairs in the museum. When you give the gem to 
the man guarding the 
door, he'll let you 
enter, and, once inside, 
Poo will be able to 
copy the Hieroglyph. 
The ancient writing 
tells of an evil invader 
that crosses the 
dimension of time. 













“Will he be giving me that 


qemny 


anmeer,* 


oss! Lets qa ta Scaraba 


The putamid is the key! 


TAKE AN 
INCOMING CALL 


When the party 
starts to leave the 
museum, the phone 
will ring. No one 
else appears to be 
eager to answer it, 
so pick it up. It will 
be Mr. Spoon, SSS er’ 
the curator of mat} Liteup 
the museum in 
Fourside, with 
some interest- 
ing news about 
a find he’s 
made. Go to 
Fourside to 
investigate. 


*Hellat 
ets this Mr. Park 
Cultural Museum? 





















of the 


Scaraba 


Healing I 
Teleport 


Woson 
Bilas 
Saturn Valley 


Prourside 
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re 
\} 


ing from it. 


THE FOURSIDE NATURAL MUSEUM 


Pay the entrance fee and 
check out the exhibit in the 
Fourside.Museum of Natural 
History. There's a huge 
dinosaur on display, but it’s 
not real. When you talk to 
Mr. Spoon, you'll learn that 
he’s a great admirer of Venus, 
the new singer in town. 


CATCH VENUS’S ACT 


Now head for the Topolla Theater. Buy your Show Ticket 
and go backstage to meet Venus, the singer everyone’s 
talking about. If you ask for her autograph, she'll give it to 
you on a banana peel—if she’s not too busy. If she claims 
to be too busy, you have 
other tasks to complete 
first. 


¢. You know, there’s anew 


Singer named Venus at the 


Topolla Theater 

















*Okay, Hil give you my 
autograph on this banana 


RETURN TO THE FOURSIDE MUSEUM 


weelake the autographed banana peel back to Mr. Spoon. 
__ He’llybe so“@cstatic to have Venus’s autograph that he'll 


“ Ietiyou iiftto the secret room that he had guarded previ- 


“ously. Wheh, you 
step inside the 
room, you'll see 
a large manhole. 

Go investigate 

the light emanat-— 


Talk to 
PSl 
Check 


Goods 
Equip 


*You qat it! 
*That banana peel has an 
authentic “Venus” autograph? 





Meet The Plague Rat of Doom 


This is no ordinary sewer—it’s “owned” by the Plague Rat of Doom, a huge 
rodent with an extremely bad attitude. Everything down here reeks, from the 
Stinky Ghosts that inhabit the trash cans to the Filthy Attack Roaches. 


CROISSANT 

BROKEN IRON 
BROKEN SPRAY CAN 
RUST PROMOTER DX 
BROKEN BAZOOKA 


After exploring the dank depths of the sewer, you'll come 
a a bright light. When you approach the light to Check 
it out, you'll be attacked by the 
PURE VEE Plague Rat of Doom. The filthy 
beuauemeimmmees|| rodent uses poison, so you should 
counter it by using PSI attacks, and 
blast it with Jeff's Bottle Rockets, 
too. When you trap the rotten rat, 
you'll gain access to the Magnet Hill, 
where you'll learn a new melody and 
find the Carrot Key. 














al t oe ial ll el 


ares 





ENEMIES 


Pucker up! 
The giant 
lips of the 
Kiss of Death 
* will try tolanda 
i. deadly smooch. 


HP...333 / PP...0 / SPEED...19 


OFFENSE...91 / DEFENSE...100 


Z22zzt! You're in 


for a shock ee 

when you meet . iz 

ine Bondbetna = ww ~ > 
enace. You 

have to finda : — oR = 

way to short- =, 

circuit this hot 


head. 


HP...445 / PP...238 / SPEED...20 


OFFENSE...107 / DEFENSE...107 


= 








AN 
— These twin 


terrors attack 
with the 
power of the 
elements. Find 
shelter from the 
onslaught and use PS 
powers to attack the two 
of them at once. 


i 


HP...2,065 / PP...70 / SPEED...2| 
OFFENSE...1 11 / DEFENSE...171 


MAGNET HILL 

After you defeat the Plague Rat of Doom, 
you'll be able to access the area behind the 
Department Store that you could only see 
before. You’ll use the Sound Stone to record 
the fifth melody up there. There is also a 
large magnet and a Gift Box that holds the 
Carrot Key. Use the unusual key to remove 


rabbits. 





just for an instant. 
¢Ness’s Sound Stone recorded 
the melody of Magnet Hill. 


EARTHBOUND 


Mecoireminnes arenes = DAVE OF The Pink Cloud 
Rabbit Statues in Poo’s homeland. They're guarding the 


entrance to the southwest cave, and when you go there 
| and use the Carrot Key, 


Be sure to carry the Franklin Badge in your backpack 
when you enter the cave—it will protect you from 
shocking experiences. 














*Ness opened the chest. 


*WHOSAAAAAAASAH! the Il disa ear, a 8 . a 
* There is a Carrot key inside! ‘ is The cave isn't parce ? Sound Stone Receiver phone 
ularly large, but it can ATM card Big leaque bat 
tioods q q 


Equip | the Carrot key be confusing to find *k Flame pendant Diamond band 
MLucky coin Smart tood lunch 
Hieroglyph copy = P Franklin badge 


e(tiow strange! 


your way around 
inside. As you 
explore, you'll find a 
couple of very inter- 
esting items, the 
Rock Candy and the 
Bracer of Kings. 


SS a, 





SHINING oo 


Twin tormentors Thunder & Storm grumble and rum- ae GIFT BOXES 
ble before casting down bolts of lightning. If you don’t — ~ @ SUDDEN GUTS PILL 
have the Franklin Badge with you, you’re in for trou- 

ble, but if you do have the badge, it will reflect the @ ROCK CANDY 
attacks and send them right back at the weather-mak- | © BRACER OF KINGS 
ers. They'll EE ; 





4% 


destroy them- *This is the sixth “Your 
selves with their Sanctuary” location. But it’s 
own attacks, mine now. 

and you won't | 
even have to 
use up any of 
your own PSI 
power. 


THINK PINK — 


PIN / ‘jj After you defeat Thunder ¢Ness’s Sound Stone recorded 

CLOUD™ | & Storm, you'll be able to the melody of the Pink Cloud. 
atte. exit the cave onto a pink 

cloud, where you'll use 
the Sound Stone to 
record the sixth melody. 
It’s one of the most 
unusual places you'll go 
to learn a tune. 

















SHINING SPOT 
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SET SAIL FOR SCARABA 


After leaving the cave in Dalaam, teleport 
back to the seaside resort of Summers and 
go to Toto to talk to the Captain. He'll 
thank you for getting his wife to start making 
Magic Cake again instead of hanging out in 
the Stoic Club, then he'll offer to take you 
to Scaraba in his boat. He’ll charge you $20 
per person—and he'll make you do the 
fighting when you meet up with Kraken. 























i; ee 
eee we) 


The first part of your journey will be peaceful and pleasant enough, then the 
waters will suddenly become turbulent, and Kraken will raise his ugly head. The 
serpent has ruled the channel for 
years, and he’s not about to just let a 
bunch of kids pass unpunished. When 
the battle begins, use your PSI Freeze 
powers to try to ice him up, then 
attack while he’s in a frozen state. It 
will be a fierce fight, but if you keep 
replenishing your PSI power, you 
should be able to sink the serpent for 
good. 


eH... hh... .here it coocames! 


SAIL ON TO SCARABA 


After cracking Kraken, continue sailing. The rest 
of the cruise should be quite pleasant, and favor- 
able winds will take you to the shores of a new 
land, Scaraba, where adventure of a different 
kind awaits. Beware of sunstroke as you explore 
this new area. 








ENEMIES 


GREAT CRESTED 
BOOKA The Great Crested Bookais a 


bird of a different color. It 
darts around, attacking 
unwary travelers whenever 
their backs are turned. Keep a 


& 
S, YD 
Sed Je close eye on these birds, even 
~ if you aren't a birdwatcher. 


HP...452 / PP...0 / SPEED...20 
OFFENSE...100 / DEFENSE...1 10 


BEAUTIFUL UFO 


Beautiful UFOs take care to 
tie pretty bows on their 

chrome domes before flying 
out to attack unsuspecting 


travelers. Don't 
be distracted by HP...339 / PP...15 / SPEED...59 


their beauty! OFFENSE...86 / DEFENSE...87 


HIGH CLASS UFO 


High Class UFOs are pert and 
pink, but they also attack with 
annoying speed and accuracy. 
You won t think they're so cute 


when they Strike. 5 433 / P..72/ SPEED...60 
\\\_ OFFENSE..93 / DEFENSE...103 


=O GUARDIAN 
\ HIEROGLYPH 


When you enter the Sphinx, 
you'll find that the walls do, 
indeed, have eyes. The 
Guardian Hierglyphs will 
step right off the wall to 
attack intruders. 


HP...470 / PP...126 / SPEED...20 
OFFENSE...94 / DEFENSE...106 


FIERCE SHATTERED MAN 


Wandering mindlessly 

amid the Hieroglyphs and 
the coffins are Shattered 
Men,who attack anyand © 
everything they touch. = 
Stay clear. san 


HP...516 / PP...0 / SPEED...12 
OFFENSE...101 / DEFENSE...1 16 


GUARDIAN “> 
GENERAL 


The Sphinx 
won't cough 
the Hawk Eye 
without a fight. 
You'll have to 
defeat the 
stone-like 
Guardian Ge 
in order to get 
the treasure. 


HP...831 / PP...6 / SPEED...2| 
OFFENSE...109 / DEFENSE...214 


wy 





























EARTHBOUND 
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VOL. MCVIIT NO. 3 


Scaraba’s Largest Newspaper 


It was reported earli- 
er today that the 
ancient Pyramid 
just south of Scaraba 
was raided recently, 
and the _ culprits 
appear to” have 
escaped with the 
famous Hawk Eye, a 
mysterious jewel 
that, according to 
legend, gives its bear- 
er the ability to see 
iti the dank. 
Although 
police aren't , 
able to pin- [ 
point the 
exact time of \& 
the theft, the 
Sear ron © the 
door looks like it 
was broken only recently. There is 
no explanation as to how the doors, 
long guarded by a nearby Sphinx, 
were opened, but footprints on the or occurrences is urged to contact 
tiles in front of the statue have _ the police immediately. 


EERE EERE EEE EEE EEE EEE EEE EEE EEE EE EEE EEE EEE EE EEE EEE EEE EEE EEE EE EEE EE EEE EEE E EEE EEE EEE EEE HEHE EEE HEHEHE EEE EEE EE EEE EEE HEHEHE EH EEE EH EEE HEHEHE EHEE HEHEHE EEE EEE ED 



























eed guarded for years by the ‘dp Sphinx, the 
pyramid south of town was nevertheless raided by 
unknown thieves, who have apparently stolen the rare 
and mysterious Hawk Eye. 

police suspecting that they are 
somehow involved in the theft. 
Anyone observing unusual people 


People have long marveled at 
the unusual tower shaped 
like a man on the continent 
to the south, and now they 
have even more to be amazed 
about: The tower has come to 
life and joined the group of 
kids! It was last seen walking 
to the south. 


86 












The group of young trav- 
elers that arrived from 
Toto this week was 
observed running in the 
desert at an astounding 
speed. The kids ran so 
fast, in fact, that they dis- 
appeared from view! We 
just thought you'd like to 
know. 


ERE EERE EE EEE EEE EEE H HEHEHE HEHEHE EEE EEE E® 





A yellow submarine was 


recently sighted  sub- 
merging in the swampy 
river leading to the mys- 
terious region known 
only as Deep Darkness. 
Observers believe that it 
is being piloted by the 
traveling kids. 
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Sand and Sea 


The desert village of 
Scaraba is a bustling 
international market- 
place. The hotel is com- 
fortable and accommo- 
dating, but don’t get too 
comfortable there— 
you'll want to explore 
the entire town before 
heading south into the 
desert. Quaint shops 
and friendly natives 
make this town a 
delightful find. 


oLARADA 


















In the central market, travelers-will find a real treat: a snake 
charmer who sits atop a tall snake. He sells snakes, too, so be 
sure to buy a couple to take along with you when you leave. 
You’d better buy some serum, too, just to be on the safe side. 


A Just south of town is one of the won- 
ders of the world, a sphinx, reclining 
in all its splendid glory. It might look 
like it’s cat-napping, but it actually is 
the ancient protector of the nearby 
pyramid. Before the sphinx are some 
beautifully etched tiles that are asso- 
ciated with a famous legend. 






Don’t let the extreme tem- 
peratures keep you from visit- 
ing this jewel of the desert. Its 
ancient pyramids and statues 
are sights to behold and mar- 
vels of their time, and the 
camels are pretty cool, too. 


FAST 
FACTS 


SP ODUIAT ON gaara cnt satas 3,212 
*Temperature, in the shade....140 F 
BRNO Mrasaccrsatieecaeat NONE 
PAVerage Agence 12 
| SOT ite Chase ommoetion ae ares ese? 2 


OMmMGance 
Enjoy romantic desert sun- 
sets with the one you love 


As ancient spirits dance on the wind 
and the golden sun slowly sinks into 
glowing sands, you'll enjoy the most 
romantic get-away ever! 





If getting into shape is 
on your itinerary, this is 
the place to come. Food 
is hard to come by, and 
water is scarce, so 
you're guaranteed to 
lose weight fast when 
you travel to Scaraba. 
It’s a popular stop on 
the Diet Tour. 


} 


eT 
arty ery 
Oh 5 any AY ery : 
oe 


EARTHBOUND 


FROM SUMMERS 





ocaraba 


The Scaraba region is divided into 
two continents, North Scaraba and 
South Scaraba. The only way to 
reach the southern continent is to take the 
hidden path from the Pyramid under the 
channel. It’s anvinteresting and exciting trip. 


Map Key 
PN HOSPITAL [EF] PYRAMID 


[5] GREAT SOUTHERN MY SPHINX 
INTERNATIONAL RESORT §§§ pyRAMID EXIT 
HOTEL & WEAPON SHOP nq ce ocery STORE 
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Gl SEASONING SHOP M 


[GECONVENIENCESTORE eh 
[fj DELICACY SHOP GROCERY STORE 


¢French Fry Pan ........$1,790 
Crusher Beam .......... $1,150 
oMulti-Bottle Rocket....$2,139 
BAZOOKA. ssssscssssnssnsen $950 | 
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The Pyramid is a strange and mys- 


eBean Croquette | terious place, where hieroglyphs 


eMolokheiya Soup ..$20 | come to life, spring from the walls 
$54 | and coffins and do deadly dances. 


= °Boiled Egg............... $9 | But before you expose yourself to 


= 5 ¢Fresh Egg.............. $12 | these dangers, you'll have to 
eee °COPTEE ..........-e-cee0- $6 | figure out how to get inside! 











NINTENDO PLAYER’S GUIDE 











The Hieroglyph that you read in the Museum of 
Natural History in Summers holds the answer to the 
riddle that the Sphinx poses. The message meant that 
you should first speak to the Sphinx, then step on the 
tiles in a specific order, which is shown on the chart 


at right. When you step on the correct tile, you'll 


hear a tone. If you step on the wrong one, you'll hear 


only a loud thud. 


_ eee — 


| SEASONING SHOP 

ini | ¢Ketchup .................. $2 
woe | eSugar Packet ........$3 

| Tin of Cocoa.......... $4 














| OCre aM... $4 
oParsley..........00 $2 
| hol ‘sm | Hot Sauce .............. $3 
ee Sal hice csceont case: $2 
THE BEST BUYS IN §CARABA =~ 
HASSAN S SHOP) (5a, 
°Wet Towel................ $24 : 
Sunes | GRRE 


eSecret Herb .......... $380 
eSudden Guts Pill ..$500 
Protein Drink............ $38 
OBAMA ....cceseceseceeesseeeee $5 
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RAIN PENDANT 
DIAMOND BAND 


PHARAOH'S CURSE 
SPEED CAPSULE 
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CUP OF LIFENOODLES 





«Warrior - 3 enter now 
Search for the Hawk eur 





CONVENIENCE 
STORE 


*Big League Bat ..$13,800 


*Platinum 

Band on. $1,380 : 
*Defense Spray .......9500- 
‘Crystal Charm.......... $600 


*Broken 
Cannon oe 




















Don't go to Deep 
Darkness without a Pig 
Nose! You won't want to 
miss the truffles that are 
hidden there, and the only 
way to find them is with 
this special nosel 





= 
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TRAVEL STEPS 
PEERY LE aa a 
Follow the intinerary listed 
below to be sure that you won't 
miss any of the highlights that 
Scaraba has to offer. It’s an 
unusual region steeped in 
ancient history, so there’s plenty 
to see and do here. 


Stock up on supplies in 
town 


Step on the tiles in front of 
the Sphinx to open the 
door to the Pyramid 


Step on the tile that moves 
the large casket 


Fall into the hole to find 
the Hawk Eye 


Exit the Pyramid on the 
southern continent 


Get the Key to the 
Dungeon Man 


“Talk” to Brick Road and 
have him join your party 


Walk south until Brick Road 
gets stuck in the trees 


Get the Yellow Submarine 


Sail to Deep Darkness 









EARTHBOUND 







After you enter the Pyramid, begin working your 
way. to the right. You'll have to contend with walking 
coffins and hieroglyphs that peel themselves right off 
the wall-to-attack.. You should have a supply of 
Serum on-hand, to cure your party members from 
poisonings; as well.as food for replenishing every- 
one’s energy. 
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When you reach the room on the far right, you'll 
meet a guardian at the door, and you're in for a 
fierce fight if you want to continue. When you 
defeat the guardian and enter the room, you'll find a 
floor switch in the lower left corner. Step on the 
switch, then work your way back to the left to the 
room with the large, mysterious 
coffin. Now the coffin will be to 
the right of where it was before, 
and there will be a large hole in 
the floor. Drop into the hole, fight 
the Guardian General, then walk 
up onto the platform to get the 


Hawk Eye. 
VVhen you use pe eeate le have stepper 

: on aswitch! 
this unusual 
H i AE AO — = 
item in dark Lee ae 
areas, you'll be oD SSBEey Cie 
able to see. AOE He aa aE 


NINTENDO PLAYER’S GUIDE 


a different sort. As he tells you, it’s a dungeon mas- 
’s obligation to hire a doctor and a nurse, and 
that’s not all he’s done for intruders. You'll also find 
benches where you can recover HP and PP, and 
there are phones and ATMs, too. He sure is a 
thoughtful dungeon master! 





noc THE RESPONSIBLE 


DUNGEON MASTER 


Inside the Dungeon Man, you’ll find a dungeon of 





* Good Night Beneh”’ 
«May you relat and recove 


ugh you Gant get up 


there How you miaht he able 


your health and spirits 


When you first exit the Pyramid, a 
mysterious man will approach your 
group with an important message. 
He claims that the stars foretold 
that Poo would be arriving, and 
that he must leave to learn the 
way of the Starstorm. It’s a strong 
psychic power that will prove to 
be very helpful in the future. Poo 
agrees to leave, telling the group 
that he will return as soon as he 
has learned the Starstorm power. 
The group will have to continue 
without him for a while. 


+The stars foretold that! 


would meet you here 


platform. 
| *Do you sant to get it?) 
















ENEMIES 


The Pitbull Slug, which 
ou'll encounter in “ 
. e 
eep Darkness, is as te 
tenacious as its name- 
sake. They're hard to 
see in the murky dark- 
ness, too. 


HP..217/ PP..I 1 / SPEED...2 ee | 


OFFENSE...79 / DEFENSE...77 


Pane 
3(@) 100 STOW 
i YOUR STUFF 


There’s all sorts of stuff lying around inside 
Brick Road, and you certainly won’t want to 
hold on to all of it. Fortunately, there are also a 
couple of telephones, so you 
can call Escargo Express and 
have them come pick up the 
items that you don’t need 
right now. Store lots of stuff 
at this point, because you 
won't be able to call the 
Express service again for a 
while. 





Deep Darkness 
is also Swarming 
with Zap Eels, 
which can put on 
impressive light 
shows when 
they strike their 
targets. 


HP...370 / PP...0 / SPEED...29 
OFFENSE...97 / DEFENSE...93 


There are a few Scarabians standing near + This key | picked up a HUtk 
the oasis. When you talk to the man Ne ace 
holding the spear, he will offer to give 
you the key that he found earlier. It’s the 
key to the Dungeon 

Man, your next desti- We Roe ne eee 
nation, so thank the 
man and pocket the 
key. Now you're set to 


explore the continent. 





Hard Crocs hide in 
the thick under- 
srawth of the Deep 
arkness. They're 
quicker than you 
might think, so 
The strange tower known as either Dungeon Man beware their bites. 
or Brick Road is northwest from the Pyramid Exit, 
so prepare yourself for desert travel and start walk- 
ing. When you reach the 
towering man, Use the 
Tower Key to open the 
door, then enter the 
dungeon and start read- 
ing the messages left by 


Brick Road. 







OFFENSE...1 10 / DEFENSE...128 


the Key to the tower 
quip | +c The key worked to open the 


The huge, brightly 
colored Demonic 
Petunias are any- 
thing but friendly 
flora. They put up 
fierce fights! 





dj 


HP...478 / PP...0 / SPEED...26 
OFFENSE...102 / DEFENSE...| | | 








Even though he looks fierce and frightening, the 
Dungeon Man is thoughtful and rather mild mannered. 
He posts signs all over the place to give you hints and 
directions so you won’t get lost. The biggest challenge 
here is in deciding which rope to climb up first. 


«Welcome eLong time, no see 
You are inside of my body er. Jeff, we metin Winters a 


“ie Brick Road long time ago 


Like their slimy cousins, the 
Even Slimier Little Piles can 
00ze their way into your life 
with unexpected speed. 


HP...326 / PP...0 / SPEED...22 
OFFENSE...103 / DEFENSE...101 





EARTHBOUND 


Dungean Man 


Dungeon Man, aka Brick Road, challenges you to climb the 
right ropésRopes a, beand d lead to dead ends, but rope c 
will take you"deeper inside the dungeon. Keep climbing until 
you come to-Brick Road’s face, which is embedded in the 
wall. Talk.to.Brick Road, then drop into holes to find your 
way backoutof the dungeon. 


Map Key 























MOLOKHEIYA SOUP 






PN BENCH CUP OF LIFENOODLES 
FE} HOSPITAL $5 As, 
BRICK ROAD SNAKE 







SUPER PLUSH BEAR 
RIBBON 

$10 

PIZZA 

PSI CARAMEL 
SUDDEN GUTS PILL 
WET TOWEL 
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NINTENDO PLAYER’S GUIDE 


When you exit Brick Road, 
he’ll offer to join your 
party. After all, he’s just — 
been hanging around in the | > | See 
desert waiting for some OS ea tea 
action. As you head south, 
you'll come to a couple of 
trees. If you try to walk 
through the trees, Brick 

Road will get stuck. Go | eau alt a 
ahead and leave him have a submarine. 
behind for now. If you 
continue to the tip of the 
continent, you'll meet a 
man who'll tell you that 
you need.a submarine to 
cross the river. There’s a 
regular used vehicle lot 
inside Brick Road. Perhaps 
you can find a sub there. 


ENEMIES 


trees! Mmm...l cannot move 
— 





The walking woodwork with purple leaves 
certainly is hostile. Not one to stay rooted 
in one place, it will track you down to 


attack: "HP..609 / PP..76 | SPEED...14 
OFFENSE..134/ DEFENSE. 146 





Go back inside Brick Road and return to the 


fourth floor. The hole that was blocked by a sign The big, brown Barf is ever so offensive. 
earlier will now be accessible. Drop through it One whiff of the malodorous mass can 
make you cry. Have herbs on hand when 


and two more holes until you land on a plateau you fight. 
on the first floor. Walk around to the left to find 
the junk yard. Have Jeff fix the submarine (it’s yel- 
low!), then leave the dungeon again. Take the sub- 
marine back to the tip of the 
continent and prepare to dive. << 


HP..631 / PP...0 / SPEED...16 
SAAN leat aa tales cuaye OFFENSE...120 / DEFENSE...158 


submarine.) 












*Ness opened the present 
+ There is a Talisman ribbon 
inside! 


The bug-eyed, 
slimy-scaled 
Manly Fish 
chucks a mean 
spear. He's better 
adapted to mov- 
ing around in the 
water than you 
are. 


HP...900 / PP...0 / SPEED...22 
OFFENSE...83 / DEFENSE...| 14 





When you reach the port with the submarine, you'll automatically sail off for distant 
shores. You won’t have control of the sub, so you can’t get lost. It’s a colorful jour- 
ney, so sit back and enjoy the sights. When you arrive at your destination, you'll find 
a dark, dismal looking land that could definitely use some brightening up. It’s a good 
thing that you have something in your backpack that can do just that. 


He's manly, he’s 
mean and he watch- 
es his bro's back. 
When the two get 
together, you're in 
big trouble. 





HP...526 / PP...210 / SPEED...24 
OFFENSE...| 14 / DEFENSE..123 


EARTHBOUND 








THE ONLY NEWS FOR MILES AT See page 3 for the Native Animal of the Month. 


DEEP DARKNESS PO 


THE MOST PRIMITIVE PUBLICATION IN THE WORLD 


HELICOPTER PILOT 
FEARED LOST IN DEEP 
DARKNESS JUNGLE 


Rescue teams suspended a ground search today for a heli- 
copter feared lost in Deep Darkness Jungle. Federal avia- 
tion authorities conclude that the aircraft lost power 
somewhere over the rain forest yesterday. Dense foliage 
and vicious animals are frustrating search experts. “If the 
gators haven’t eaten him, the mosquitoes will,” noted 
famous wilderness tracker Jon Whisler. The helicopter 
pilot’s name has not been released pending the notifica- 
tion of family members. 


HOSTAGES FREED FROM ALIEN PRINCE POO TO 
BASE BENEATH STONEHENGE 3 DISPLAY SPECIAL 
Local authorities ques- : 
tioned famous inventor : We [FE A ae ie Ie 
Apple Kid and anassort- : 
ment of citizens after : 
their release today from : 
an alien stronghold : 
a beneath Stonehenge. : 
Sources reveal that the : 
police were not aware of a hostage situation. : 
“We're still getting the facts straight, so we } 
have no comment at this time,” Constable : 
Geoff Rainville said in a recent interview. : 


The investigation is expected to conclude : 
tomorrow at a local donut shop. 




























Weapons experts and historians are flocking to 





relic recently unearthed by Prince Poo. 

The ancient blade is the first weapon 4 
ever used by the Prince. “It’s a perfect 4 
weapon for him- I mean, a Sword of iy 
Kings for a budding prince. Can 49 

you think of anything better?” ye 
remarked medievalist Nancy 4% 
Ramsey. The exhibit con- 4a 
cludes tomorrow. 
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TENDA’S INHABITANTS BREAK : 
THE BONDS OF SHYNESS! HVE ROL 


Anthropologists and psycholo- Sketchy reports from Tenda 
gists are researching a sudden village reveal a talking rock 
behavioral change in_ the in the caverns beneath Deep 
natives of ‘Tenda, an isolated vil- 7 Darkness. Geologists remain 





es ee ee 





lage located in the northwestern corner of the Deep : skeptical, but television talk 
Darkness jungle. “They used to bea shy tribe, but now : show hosts are requesting 
they won’t shut up,” noted one anthropologist. ‘interviews with the monolith. 
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Deep. Darkness is the last.frontier of civilization. Located on 
the edge of the largest jungle in the world, the simple village is 
run by primates and traders. 


LIFE IS A MERE 
ADVENTURE... 


POPULATION w.nccasssnensnsn 3,500 
«Average Temperature....82 F 
PAVEFAge AGE oeessnssnsssnseseie A8 
«Annual Rainfall ....105 inches 
*Mosquitoes..........4,000,603 


Press your luck to its limit and 
embark on a Deep Darkness 
Jungle Tour. Expeditions depart 
daily and last until all partici- 


MONKEY 


ants are lost. For a limited 
abe guests receive a compli- AROUND AT THE 
mentary economy size bottle of me , MONKEY’S INN 
dysentery pills! Take your life in The Monkey's Inn is the last 
your own hands today! | | » R ct Rree thea vie] stop for adventurers and suici- 
dal anthropologists. Out of 
* Personal safety cannot be guaranteed. Ornithologists agree that the Talking Hill Myna of respect for the soon-to-be- 
* Life ieee and photocopy of wil Deep Darkness is one of the rarest birds in, the eaten, all customers are pro- 
Acne se world. While there are over a hundred species of vided with free nightly lodging. 


e Award winning location of the World's Most 
Dangerous Tour. 
e Special discounts for obnoxious people. 


birds that mimic the sounds of their environment, the 
Deep Darkness Myna is the only creature in the 
world capable of sending and receiving transmissions 


HIKE IN THE DARK from telecommunication satellites. This endangered 
species is threatened by the increase in calling circles 
Some areas in Deep Darkness have never and telemarketers. 


seen the light of day, and offer refuge for 
thousands of unrecorded animal species. 
Years of evolution have allowed many of 
these species the nocturnal vision essential for 
survival in the dark. A magical device is 
thought to exist that gives humans this ability. 


i wha at 







WILD ANIMAL 
HUNTING! 


NO GUNS NECESSARY! THE 
ANIMALS HUNT YOU! 


Experience the thrill of the 
hunt from the other end of 
the barrel! Highly trained pri- 
mates with high caliber 
assault rifles stalk you! 


NATIONAL RIFLES FOR ANIMALS €O. LTD. 
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Stay at the Monkey's 
Inn- it’s free! 





EARTHBOUND 


Deep Darkness 


Deep Darkness is located in the heart of the world’s rainforest. Few 
adventurers have returned from the perpetual night beneath the forest 
canopy. Ness must use vane bits Reyes to explore all of the dark region. 
























“FROM SCARABA 


Jungle Key 
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DOCTOR 
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[el SECRET 
WEAPON SHOP 


S< MAGIC TRUFFLES 
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GIFT BOXES 
@ BANANA 


@ BEEF JERKY 
© CUP OF LIFENOODLES 
© |Q CAPSULE 

@ SOUVENIR COIN 

@ ROCK CANDY 
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DON’T STAY IN OVER YOUR HEAD ZA lS TEACH THE MONKEY 













IN THE v EEP WATER — THE TECHNIQUE FOR 
The Deep Darkness swamp is satu- ~~ TELEPORTATION! 6 
rated with quicksand and deep water. 4 monkey in the village of Deep Darkness wants to learn how & 
Ness and the team will be damaged if @ to teleport. When you teach the primate this skill, he will reward 4 


you with a valuable item called ~ 
the Monkey’s Love. When © 
used in combat, the Monkey’s © 
Love calls out for help from the = 
jungle. A tiny Monkey will © 
arrive and assist the party for | 
one round of combat. 











they spend too much time beneath 
the surface, so try to remain in shal- 
low water as much as possible. 
Replenish the party’s hit points 
before each deep water 
journey. 


NINTENDO PLAYER’S GUIDE 





USE THE HAWK EYE IN DEEP DARKNESS 


Deep Darkness is a murky environment. Travelers frequently become lost in 
the perpetual night beneath the forest canopy. Use the Hawk Eye the party 
found at the ieaise to lead the way through the blackness. Once used, the 
Hawk Eye disappears, but the magic of the device lasts 
forever. 





Talk to Goods} *Ness used the Hawk eye! 
Ls | Equip 
Check Statu 


THE BELCH IS BACK! 


Master Belch is back to challenge the party again! 
Peeeeyouuuuu! He smells worse than he did when 
fl . ie you first caught a whiff of him behind the waterfall at 
Sie a Se Saturn Village. Belch now calls himself “BARF”, but 
: you can Pe call him “dead meat.” Squash this slimy 
: . fiend for good. 










4] + You may have forgotten, but 
i} “Buuuuurp!... 
i] «i'm the return of Belch! 


*Poo used his new power, 
PS! Starstorm! 


ieee gies im 
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TRADER 


Diamond Band $5,198 
Charm Coin $3,000 
Secret Herb $380 
Beef Jerky $70 
Cup of Noodles $98 
Protein Drink $38 
Bottle of DX Water $198 


DEEP DARKNESS SECRET 
WEAPON SHOP 







Combat Yo Yo 

Super Bomb 

Multi-Bottle Rocket ....$2,139 
Rust Promoter DX $289 


















USE THE PIGGY NOSE AND 
SEE WHAT TURNS UP! 


The Piggy Nose might look funny, but it serves a vital pur- 

pose in Deep Darkness. Use the Piggy Nose to find Magic 

= Truffles hidden throughout the Deep Darkness wilderness. 

— BR anes Magic Truffles are rare and valuable delicacies that refill 
esha about 80 PSI points when consumed. 














ioods§ «mushroom alk to Goods es of the magic 3 ; *There’s a Magic truffle at 
dR ws + be alittle further up 9; PS quip nus m1 a ve ~ your feet, 
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TRAVEL sTEPS 


The journey to obtain the sev- 
enth Melody is a long and com- 
plicated process. Ness and the 
party must overcome a variety 
of tricky obstacles and oppo- 
nents. The following steps list- 
ed below help you determine 
what to do next. 


Get the Hawk Eye at 
the Pyramid 


© 


Say goodbye to Poo 


Visit Brick Road's New 
Dungeon 


© 


Defeat Master Barf 
Say hello to Poo 
Visit Tenda Village 
© 
Take a call from Apple Kid 
Visit Dr. Andonut's Lab 


Pick up the Eraser Eraser 


Defeat Starman Deluxe 
and save Apple Kid 


Check out the 
“Overcoming Shyness” 
Book 


Revisit Tenda Village 


© 


Give the Book to the 
Tenda Elder 


Beat Electro Specter 


Get the Seventh Melody 


EARTHBOUND 





Village 


isolated corner of Deep Darkness 
amp,, Tenda village is teeming with cute blue 
Tendites. Unfortunately, all but one is too shy to 
peak. Usé’the phone to save your game and touch 
“base with home. The party won’t be able to buy any 
items unless the Tendites gain the courage to speak. 









+. We're all shy 
«Rumor, | heard a book to Tin 


shyness, there is 





yet ye es ee 
OY Oh ers ot ee 


A DEAD END? 


A large bolder blocks 
the party’s access to 
the underground. The 
boulder has been 
moved over the open- 
ing to protect the vil- 
lage from danger. 
Only one villager 
can move the 
boulder, but he’s 


GIFT BOX 
@ DEATH RAY 






te) 








TELEPHONE ek show 
off his brute 
HOT SPRING strength. Perhaps’ 
CHIEF there is another | — 
way. Exit the vil- 
| HOT SPRING lage and look for 
[TALKATIVE TENDITE a sign. 
BIG ROCK 


fo: ¢ 2 , 
e/inters 

Summers 

Scaraha 

Dajaasr 

Deep Darkness 


LS Ghee Ap~ 


TOO-SHY GUYS! 


All of the occupants of the 
village seem too shy to 
approach the party. There 
is one brave Tendite- - 
look for him in the lower 
left corner of the village 
near a boulder. He pro- 
vides the party with some 
valuable information. 
There is a rumor of a 
book called “Overcoming 
Shyness.” Where is it? 









*Hello, it’s been a while since 


we talked...this is Apple Kid. 


WHAT HAPPENED TO 
APPLE KID? 


GET BACK TO WINTERS A.S.A.P.! 


Apple Kid is hard at work on the Eraser Eraser Machine in Dr. Andonut’s 
lab in Winters. While reporting his findings, he is interrupted by some 


mysterious intruder. 
Something has hap- 
pened! Orange Kid 
later informs the party 


s2—| that Apple Kid has the 


book on overcoming 
shyness. Ness and the 
gang must rescue Apple 
Kid! 















WHERE IS APPLE KID? 


Sa Aside from Apple Kid’s pet mouse, Dr. 
Andonut’s lab is empty. The neat lines of test 
tubes and tools give little indication that a 
struggle took place here. It’s as if 
Apple Kid vanished in thin air—the 
kind of thing you read about in 
those UFO abduction stories. Talk 
to the pet mouse and explore the 
lab for clues. 


«hy master, Apple Kid 
completed this “Eraser Eraser 


GO TO STONEHENGE! 


You’ve been here before, but now the hole in 
the center of Stonehenge is open. The party 
can venture underground, but they won’t get 
far. A large iron eraser blocks the passage into 
this region. Perhaps the mouse at Dr. 
Andonut’s lab knows how to get around it. 


USE THE ERASER:ERASER 
TO.GET.IN 


Apple Kid’s mouse knows about all the latest 
experiments. Good thing Ness knows how to 
communicate with animals. Talk to the rodent 
and pick up the Eraser*Eraser Machine. The 
unusual device removes the iron obstruction 
below Stonehenge. 


Pow 
Which? Bottle of water Bottle of water 


Se Jar of delisauce Bowl of rice gruel 
| Check Bottle of water Smart food lunch 
Brain stone Cup of Lifenoodles 


SBracer of kings Cup of Lifenoodles 


1269 
+ Pharaoh’s curse PbEraser eraser 












ENEMIES 


MASTER BARF 


The master of regurgita- 
tion has returned for a 
secondbattle. Master , 
Belch has more hit | 
oints, so he'll 
e tougher 
than ever. 









HP...1319 / PP...0 / SPEED...24 
OFFENSE...136 / DEFENSE...177 


WHIRLING ROBO 


This dizzy mecha- ( <7) 
nized fiend falls 
apart under most 
PSl attacks. 
Watch out for this 
robot's automated 
self-destruct 
sequenc 










HP...374 / PP...36 / SPEED...18 
OFFENSE...78 / DEFENSE...90 


MILITARY OCTOBOT 


The Blue Octopus Is a rare but 
deadly opponent. Don't let 
this vile mechanized creature 
get his tentacles on you. Use 
the PSI Freeze attack and turn 
this monster into scrap metal 
sushi. 


HP...604 / PP...0 / SPEED...26 
OFFENSE...138 / DEFENSE...147 


LESSER 
MOOK 


The Lesser 
Mook is one of 
the few organic 
occupants of 
the Stonehenge 
compound. This 
beast Is neu- 
tralized by most 
PSI attacks and 
should be noth- 
ing more thana 
minor nuisance 
for the party. 





HP...401 / PP...190 / SPEED...17 
OFFENSE...76 / DEFENSE...102 


EARTHBOUND 













The hole in the center of Stonehenge 
leads to unearthly surroundings. Purple 
corridors pulse with a strange glow. 
Watch out for the Starmen that warp 
into the middle of your party. The 
defective lighting in the:lower regions of 
the maze is confusing. Use this map to 

» make your way:through. all of the corri- 
dors. 






GIFT BOXES 
© SPICY JERKY 
®@ CUP OF LIFENOODLES 
© GUTS CAPSULE 
© BROKEN HARMONICA 










eenee 





STARMAN SUPER HASTHE =F = 
SWORD OF KINGS —_ 






The Sword of Kings can sometimes be found in the hands 
of a gold plated Starman Super. This blade is the only 
weapon Prince Poo can equip in the entire game. The odds 
of winning the Sword of Kings are about one in | 28, but 
fighting him over and over is a great method for building up 
character levels. If you can’t stand the suspense, use Jeff's 
SPY command to peek at each Starman Super. 






Sere ee ee ee ee eeae 
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The Apple Kid and innocent citizens are trapped inside alien test tubes! Tony, ’ ENEMIES . 












Jeff's best friend, is here, too. What sort of horrible experiment is being con- ¥, ae 7, 
ducted by Giygas? The only way to release them is by defeating Starman Deluxe $ | = 1: 
in the room to the right. Once freed, Apple Kid tells you that he returned the ) The Starman often >. ; 
book,about shyness to the library, and Dr. Andonuts begins work on the Phase warps into the middle # pais 
Di Forter of the partyto —s / 
wew's , attack. This robot is 














2 | the primary sentry in 

| : the Stonehenge base. 

*You re much stronger Watch out for his 
“whirrr™ than our intelligence beam weapon and PS| 


indicated... magnet attacks. 


HP..545 / PP...155 / SPEED...24 
OFFENSE...103 / DEFENSE...126 





>, The Atomic Power 
4 Robot is an early proto- ‘ 
dy type of the Starman 
gy series. These robots 
a 
7 
J 















will continue to func- 









——# tion until they melt | 
Ps ge sa | down. 
PS} CARAMEL ) N HP..594 / PP..0 / SPEED...25 wir? 





SPEED CAPSULE OFFENSE...1 19 / DEFENSE...133 


PIXIE’S BRACELET 
BROKEN TRUMPET 











—_— 
2/215. 
ij2i4 


Sree 

d}4)2) 

é Bra 
‘ “s 


ey 


“lf «What? 
| * You're looking for the book ; whe 
i) “Overcoming Shyness"? Mook Seniors are 
a one of the few car- 
bon based creatures 
Oe 's _ that inhabit the alien 6 
re . SE Stonehenge Base. (| 


Sree | 





AG gen rae 

$___—_____—. Use Hypnosis or PSI 
_ Fire to neutralize 

this adversary. 


ible HP...501 / PP...700 / SPEED...25 
| ) | OFFENSE...108 / DEFENSE...122 







7 


ERE) 


Starman Deluxe is a 
new Starman pro- 
totype. Because of 
the extensive time 
and research devot- 
ed to the development 
of this robot, only one 
Starman Deluxe exists. 
Watch out for the 
enhanced beam weapon 
this opponent carries. 


Tiltsiitidtittisisiiiia 









HP...1,400 / PP...418 / SPEED...27 


OFFENSE...143 / DEFENSE...186 ; 
101 | EARTHBOUND 


~ 


O. .£ 


en 
Qe Lumine Hall 
™ n nN Kid explains that he returned the 


enegh AE to the Onett Library. Talk to the The Lumine Hall is a short series of twisting corri- 
ring, +R mask in the library lobby, then scour all of dors that separate the Village of Tenda from the Lost 
As with most lost items, you'll probably find Underworld. A wide assortment of valuable items 
last place you look. Once the party has the has been discarded or lost by previous expeditions to 
the underworld. Explore all of the passages as you 
guide Ness and the party to their battle with Electro 
Specter. 








shyness also? 
+ You should be able to find it 
on the bookcase. 
< rs cs, 


>=) >) 
=> 


LUCK CAPSULE BOTTLE OF DX WATER 
CUP OF LIFENOODLES |Q CAPSULE 











RABBIT’S FOOT SUPER BOMB 
DIADEM OF KINGS ROCK CANDY 
SPICY JERKY 





TO THE LOST 
UNDERWORLD SHINING SPOT 









When Ness returns to the Village of Tenda, he gives the book 
“Overcoming Shyness”’ to the chief. Tendites all look the same, 
but Ness recognizes that the Village elder carries a long, bent 
staff. The village leader asks the party to relax as he reads the 
book aloud to all the village inhabitants. Just holding on to the 
book makes the leader feel as if he can overcome his shyness. 
To show his gratitude, the leader of Tenda provides the party 
with a sample of stinky Tendakraut. 


Talk to Goods 

PSI 300k! ak to Goods] already! 

Check Stat man fix shuness. "S quip | ¢lll really take time to read it 
zs to everyone! 


that all Tenda like 
eit stinks, but it tastes 
wonder ful 


2 
> hs 


LAY “Fetal 
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ONE VILLAGER CAN MOVE THE STONE 


The inhabitants of Tenda discover a large underground area beneath their village. 
Because of their timid nature, the villagers elect to block passage to the Lost 
Underworld with a massive stone. Only the strongest Tendite can move the 
boulder that seals the Village of Tenda from the Lost Underworld. 






























vA 
Pe: *Povertul. 1... i 


g 4 Aa ee 
il *rrnihin 


res 


Af SS ee 


1 
*uood evening. 
‘ro & talking rock 


SHINING 
SPOT 


Hiding inside the Shining Spot of the Lumine Hall is 


the Electro Specter, a sinister combination of energy and molten metal. Use th 


PSI Shield to defend against his lethal attacks. Jeffs Counter-PSI unit is effective 
here. 


Defeating Electro Specter provides the party with access to the 
Lost Underworld. 


— ff «Jeff fired 
i] ¢This is the seventh “Your the Big bottle rocket! 
a) 
ae Sanctuary” location. But it’s - 
© We 


JOURNEY TO THE 


SEVENTH SOUND STONE 


Defeating Electro Specter in the Shining Spot 
bestows the Seventh melody upon the party. 
Only one melody remains. Although Electro 
Specter is vanquished, danger still lurks in the 
shadows of the Lumine Hall. Use Goods or 
PSI energy to replenish the party’s hit points. 


father holding him. 
+Ness’s Sound Stone recorded 
the melody of Lumine Hall. 


——oe outdo see ete $e 


ho ae 
f-3. 





LOST UNDERWORLD 


There is a hole in the upper left 
corner of Electro Specter’s lair. 

Where does it lead? What has 

come of the dinosaurs the occu- 
pants of Tenda mentioned? The 
journey underground is far from 
over. Check the party’s inventory 
of supplies and take a leap of faith. 


oe seer re be +e 
* * e* © 8) oe + 
—* . 


ENEMIES 


STARMAN SUPER , = 


This gold platedrobotis an 
enhanced versionof the  / 
original Starman. It 

emplo By a lethal combina- 
tion of beam and PSI mag- 
net attacks. There is a one 
in 128 chance that the 
Starman Super carries the 
Sword of Kings. The 
Starman Super carries a 
transmitter and can call for 
assistance. 








HP...568 / PP...310 / SPEED...24 
OFFENSE...1 12 / DEFENSE...129 


HYPER SPINNING ROBOT 


Scientists and engineers 
believe the Hyper Spinning 
Robot is constructed 
from parts of discarded 
record players. This 
dizzy robot is vul- 
nerable to extreme 
cold. 


es 


FOBBY 


While Fobby is one of the 
weakest foes, he is capable of 
discharging a deadly Brain 
Shock attack. 


HP...240 / PP...19 / SPEED...5 
OFFENSE...98 / DEFENSE...84 


ELECTRO SPECTER 


The Electro Spector is composed of ele- 
ments never before seen on Earth. 
Scientists speculate that the Electro 
Spector is alethal combination of energy 
and molten metal, but no one has ever sur- 
vived a close examination. 













EARTHBOUND 





LOST UNDERWORLD NEWS 
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KRAKEN RETURNS 


After a lengthy departure from the Sea of 
Eden, the notorious Kraken has returned 
from parts unknown. The sea serpent, 
known as the terror of the Lost 
Underworld, seeks out all who venture 
into its domain. If you are quick, howev- 
er, you can swim circles around the beast 
and escape from becoming its lunch. 





















DINOSAURS IN THE DEEP 


According to the shy people of Tenda Village, dinosaurs appeared from a hole in THE REVELATION 
the ground recently. They covered up the hole with a rock to keep the giant, cre- OF LUMINE HALL 


taceous beasts at bay, but the threat to the welfare of the village remains. The 
search is already on for a brave adventurer to enter the Lost Underworld and World hero and 
seek out the second Tenda Village. adventurer, Ness, 


received a shock 
IE Fey NY ek PRY Ya today when explor- 
JURASSIC JAIL warp zone 
| RUAAORED! 


ing the maze of the 
Lost Underworld. 
He and his compan- 


The people of the Underworld Tenda ions wandered into 


Village greeted travelers from the sur- : New rumors of a Warp Zone at the top Lumine Hall 

face and explained how the dinosaurs _: of the Fire Springs region of the Lost pete nis 

are kept in a giant cave outside the vil- : Underworld resurfaced today when thoughts and 
lage. They proudly showed off their : Ness and his companions entered the fears appeared 
talkative stone in spite of the fact that : village and spoke to the talkative stone. on the wall for 
no one can understand what it means =: The adventurers set off at once to the all to read. It 
when it talks about Shining Spots and —:_ southwest to discover the truth of this appears that 


much of what is 
happening in his 
galactic struggle 
against the invading 
Giygas is taking 
place in his own 
mind. 


the Fire Spring. : age-old mystery. 











¢We made a cage tor dinosaurs 


and locked them up. 
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ps: 





DINOSAUR IDENTIFICATION & TRAVEL GUIDE 





Jot UN UE 


Travelers who venture into, the vast Lost Underworld deep in the 


~planet’s crust will findya land that time forgot. Here, dinosaurs 


roam the open plains, their steps shaking the ground like earth- 


quakes. A tribe of talka- 
tive Tendites came here 
long ago to get away 
from their shy brothers 
and sisters. You'll find a 
welcome greeting here, 


—_—_— 


Pt wyif G3 or- 


but watch your pocket- | 


book. 


MYSTERIOUS 
SPEAKING STONE 


The large stone in the Tenda village 
speaks when spoken to. It often 
foretells the destinies of those who 
engage it in conversation. If you go 
to the village, don’t miss this amaz- 
ing phenomenon. 





THE GEYSERS 


{ 
) 
) 
I 


The 2 primitive plains of the Lost Underworld have 
en Pocked with several hot springs that rejuve- 
hate anyone who waits for their gushing waters. 








FAST 

FACTS 
PPOPUIATION ..necccssossssssinnen 503 
DDIMOSCIUES iisicsctesesciiteosicasatoconitc 17 


“Average Temperature ...84F 


SIGE DIMING Sioxrtineanuistorades: 3 


Tenda Village Underground 
The inhabitants of the Tenda Village in the Lost Underworld have lived here only a 
short time, but they have already established themselves with an inn and shopping facil- 
ities. Business in the Tenda Village, however, may not take the usual form. Buyers 
should beware, but they should also look for special products like the Horn of Life. 


Have you ever dreamed of coming face to knee with a 


Some visitors complain that they have to wait too real live dinosaur? If you have--and who hasn’t--come 
long, but others maintain that it is worth it to have to Tenda Village in the Lost Underworld. 


their energy restored. 


¢One, or three day-safari package 
Parties of up to four 

¢Free dino food 

eBinoculars not necessary 


FIVE-STAR ACCOMMODATIONS, FOOD AND EXCITEMENT 





EARTHBOUND 








BLUE GEYSER 
REFUGE 


TENDA VILLAGE 
UNDERGROUND 


RED GEYSER 
WEST CAVE 
BLUE GEYSER 
REFUGE 

FIRE SPRING 


G) GE) Ed 
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LOST Underworld 


Beyond the disturbing revelations of Lumine Hall in the catacombs 
below the Tenda Village, you’ll find a deep well. When you step into this 
well, you will tumble into a lost world where fire springs pour lava into 
rivers and dinosaurs rock the earth. 





“snitt, sniff, snitt 


TENDAKRAUT BE yu guys simon realty good 


One of the favorite foods of all Tenda people 
is the yummy tendakraut. If you received 
some of this dish in the first Tenda Village by 
curing the people’s shyness, you can enter this 
Underworld Village. In fact, the smell of ten- 
dakraut will ensure that you gain entrance to 
the town. 


GIFT BOXES 


@ BRAIN FOOD LUNCH 
@ HORN OF LIFE 
© GUTS CAPSULE 


Meesal + Thank you for the 
mai ltendakraut, 


© SEA PENDANT 
© CLOAK OF KINGS 





Tenda Village II 


To reach the Lost Underground and the 
second Tenda Village, you must first cure 
the surface-dwelling Tenda of their shy- 
ness. Return to Onett’s library and fetch 
the Overcoming Shyness book. The 
once-shy Tenda will now open the pas- 
sage to the prehistoric world below. 





TALK TO THE ROCK 


FINAL 
Map Key BATTLE 


EN INN 
[:] GROCERY 


The end of the adventure draws 
nigh, but you still have a difficult 


road to travel. If you want to 
JURASSIC GROCERY tread the final path alone, ignore 
the steps listed below. 
*ULTIMATE BAT ....$2,298 Otherwise, learn the secrets 
*HOLY FRY PAN +00093,480 that lie ahead. 


*SHINY COIN ......4,000 


*HORN OF LIFE ......$1,780 Drop into the Lost 
*¢MAMMOTH BURGER ....$98 Underworld 

*LUXURY JERKY ......$210 
*-DX WATER —Libascnveveasive 





oO .| 
Go to Tenda Village 


ATM 


FJ) TALKING ROCK Got to Fire Springs 


© 


Battle Carbon Dog and 
Diamond Dog 


The massive carved stone in the second Tenda village has an important message 
for Ness. It doesn’t matter that the local people have no idea what the stone is 


talking about. The stone will reveal that you have now collected seven of the Collect Final Melody 


eight special melodies and that the final melody lies to 


the southwest in 






tant - = : i +. EE A | 
~ os 


= to be opened up to you. 


ee ee = =~ he - 


~ 





~~ 















° be ee "i + You finally came, Ness. - aa ote Fire opring,” located 
the cave of the Fire BS ease *Finally, you talk to me + ni | southwest of here. ; 
Springs. This, says } ep ry (tisten Ness) ——— = ie 
the rock, is your | ay acme i ee 
= aa ty | > : nd! 
destiny. a: zs 5 os 
= 3H oy 








? 


“Ass 
~y 









Ae 
ae 
ova 
aoe. 





GOOD GEYSERS 


Although most geysers have a reputation for smelling like rot- 
ten eggs and scalding unwary visitors with their steaming 
waters, the geysers in the Lost Underworld are known for 
their healing qualities. You must wait 
beside the small opening until an 
earthquake shakes the land. Shortly 
thereafter the geyser will spurt, carry- 
ing you and your friends for a wet 
ride. The Blue Geyser recovers HP 
and PP while the Red Geyser recovers 
















TREATS 
CONDITION 


EARTHBOUND 


Phe Fite Spring 


_ S| Those Who enter thé-Fire Spring would do well to prepare for meeting Soul 
“Consuming Flames, Evil Elementals, Psychic Psychos and other hot-tempered 
foes. If,one.of your»party can use powerful Freeze powers, all the better. Work 





BAG OF DRAGONITE 









your way up the)Fire Springs using rope ladders and tunnel passages. The Shining CHERUB’S BAND 
Spot at the top contains the dual presence of Carbon Dog and Diamond Dog. 
One of the toughest battles you'll ever face lies ahead. MOON BEAM GUN 
SPEED CAPSULE 
SHINING SPOT HORN OF LIFE 

















FROM LOST UNDERWORLD weir 


and. 


eo? a 
we 


Votes 


SSS, 


A 


SENN 


eS ab x i ) 
LLP ELLIS a 
eS ote Saar 


. . a. mr . hey Ase 
NIAAA RAR, 
SSS . 
Ww 


FRO IRIE RS LS ND He ea Be ‘ 
SRA ARES ‘ a b 


You can reach the Shining Spot quickest by 
taking the right-hand route from the lowest terrace of the 
Fire Spring. Then, work your way back toward the left and 
always up. At the Shining Spot, you'll find the Carbon Dog 
waiting for you with bared fangs. Use your strongest Freeze 
PSI power on the canine of coal. You'll have to battle 
Diamond Dog follow- 
This is the eighth “Your ing Carbon Dog. This 

Sus location. But it’s hardened hound 

belie tes knows no fear and has 
no real weakness. 
You'll have to attack 
with everything you’ve 
got. Jeff's Multi-Bottle 
Rockets are’your best 
weapon. 










- EVASIVE TACTICS , 


root Whenever you pop into PR Starstorm a! 

a cave or chamber contain- Poe FP cae 
ing enemies, those enemies will 
move toward you to attack. The number of 
enemies in the room, however, may vary. 
Poke your head inside a door to see how 
many enemies, and what types of enemies 
are waiting for you. If it looks too difficult, just step back outside. 
Keep looking in until you find fewer or weaker foes. 
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Following the battle with Diamond Dog, 
you'll not want to miss what lies beyond the oF ee: 
entrance to the Fire Spring. Push on to the 
final sanctuary area where you'll find a fiery 
fountain of lava and the last of the eight 
songs, which can 
be recorded on 
the Sound Stone. 
You may also 
encounter 
strange memo- 
ries over which 
you have no 
control. 


















The memories that flood in on you 
after the Fire Spring appear in 
black and white. For a time you 
hike along the path, a music box 
melody playing over and over in 
the misty scene, leading you on. 
You are younger, now, a child 
returning home to an empty house 
where you find a rocking cradle 
with yourself as an infant inside. 
You'll listen to your parents cooing 
over you and you'll exhibit your 
first PSI powers. Suddenly, the 
memory changes and you are 
swept off to the bizarre realm of 
Magicant. 






a 


ae ar 2) 


eHess..Hmmm.. 
el think Ness is the right name 
tor him. 













Ness s Sound Stone recorded 
the melody of the Fire Spring. 


ENEMIES 


You won't find the Wetnosaur as often as 
the Chomposaur, which is unfortunate 
since it is easier to defeat. A touch of PSI 
Fire should dry it up. 


HP...1,030 / PP...0 / SPEED...17 
OFFENSE...126 / DEFENSE...172 


The Ego Orb won't be able to weather an 
attack from Poo and Paula using the PSI 
Freeze power. It will crack up. 





HP...592 / PP...0 / SPEED...17 
OFFENSE...125 / DEFENSE...1 40 


The voracious ae ee stomps 
about the plains of the Lost Underworld, 
hunting slow dinosaur watchers. If you 
meet one of these monsters, make sure 
you greet it with a powerful attack like 
the Multi-Bottle Rocket. 





HP...1,288 / PP...320 / SPEED...17 
OFFENSE...139 / DEFENSE...183 


EARTHBOUND 





GIFT BOXES 


@ PS! CARAMEL 
@ BAG OF DRAGONITE 
@ GODDESS BAND 
@ MAGICANT BAT 
@ MAGIC TART 



















Nasi ne-exists only in your mind, but don’t be alarmed. Although 
nd ae | angerous, Magicant is also a place of wonder and imagination. 
(el alone.here, but still you'll find help and friends. You must pass 

6 town, the red tunnel and the Sea of Eden. 






e ie 





Map Key Ke 1h ZO 


PN NESS’S HOME 
W<s i 1 a 


EE] SHOP 
MAGIC PUDDING $680 


EARTH PENDANT $4000 





ATM/PHONE ROOM 
By HOTEL 

[ POKEY’S HOME 

fa FLYING MEN 


nus: é i raves Ag ygieS eh, 
De "e ar sit (re a 
te, a ey’ 


IN YOUR 
MIND 


The old man and the black rabbit reveal that 
Magicant is a creation of your own mind. The 
only thing to fear in Magicant is your own 
Bpcaination: Unfortunately, any: \dsitors (like Nothing is what it seems in this mysterious 
the famous Ness) have vivid imaginations capable world inside your cerebral cortex. Your moth- 
of conjuring up images of monsters. Explore er, sister and dog all seem to be here, but 
Magicant’s buildings and inhabitants. they are just illusions. Your mom promises 
that you may stay here forever. You will 
encounter many of the enemies that you once 
destroyed. You'll also meet other people from 
your travels. Talk to them all. 


THE MARVELS OF 
MAGICANT 
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Talk to Good} +] follow you here in Magicant. 
Pol Equip | *...My name? 
Check Statul ¢Lets say Flying Man. 


Talk to  Goods§ *Ness’s courage is resting 
PSI Equip | here 
Check Status *He fought ell and died. 


Don’t pass up the specialty shops in 
Magicant. The Magic Pudding in the 
southern building can restore your PP in 
battle. This is the only product that can 
replenish spent PP, so be sure to buy 
plenty of it. You'll need it in the final bat- 
tle. In the same shop you can buy the 
Earth Pendant—strong protection for a 
mere $4,000. 


me wm pl PMogic pudding $5502 
Earth pendant $4000 2° 


if + The Magic pudding? 
Don’t worry, Vil keep it safe 





Although you travel without your three 
companions in Magicant, you can enlist 
the aid of the Flying Men. Step into their 

pointy-roofed house in the north and ask 
for help. Only one Flying Man joins you at 
a time, but if you lose one, you can 
return and have a second Flying Man join 
you as a comrad in arms. 


Talk to Goods} ¢I’ll rernain unless you lose 
PSI Equip | your courage. 
Check Status +Call me Flying Man 2. 


MANY COLORS 


The background colors in Magicant shift 
each time you speak with someone. No 
one has been able to explain this phe- 
nomenon adequately, but it makes for a 
nice change. Many visitors to Magicant 
believe that the 
changing _ colors 
hold some signifi- 
cance, but so far, 
none has been 
proven. 


A» fom» hom hom» for» he 


A WORLD OF 









ENEMIES 


This enemy burns 
for your soul, 
but if you use 
PSI Freeze, 
you'll melt its 
heart. 


~ —* HP...602 / PP...0 / SPEED...30 
OFFENSE...131 / DEFENSE...262 





Another creature of the Fire 
Springs, the Psychic Psycho uses 
PSI Fire Beta to toast your arrival. 
Once again, Freeze will cool off the 
hot reception. 


HP...591 / PP...252 / SPEED...30 
OFFENSE...124 / DEFENSE...144 





This Bayar can singe the 
roots of your hair with his 
powerful Omega strength Fire 
and his PSI Shield keeps him 
safe from Freeze. Iry Brain 


Shock instead. 4p 61g / pp.574 / SPEED...31 
OFFENSE...145 / DEFENSE...152 





The disembodied (and quite 
annoyed about it) being will 
take out its wrath on anyone 
it encounters. It has no real 
strengths or weaknesses. 


; HP...564 / PP...0 / SPEED...30 
TS crrcnse. [21 / DEFENSE...136 


Carbon Dog 
burns to roast = 
you, but you 

can turn the 
rotisserie onit 
by using Freeze} 


Ww, 
ey 





or strong me. 
weapon — aa Xo 
fetfsBottle | a v » 

eff's Bottle ae be : 
Rackare  HP..1,672/ PP..0 / SPEED...31 


i, d SS 
“Wl OFFENSE...159 / DEFENSE...174 






Carbon Dog becomes Diamond 
Dog after taking damage of sever- 
al hundred HP. Now it’s your turn 
to suffer. DD is hard. Use Multi- 
Bottle Rockets right away before 
it builds up its counter shield. Also 
use shield killer. 


\) HP..3,344 / PP...154 / SPEED...3| 
| OFFENSE...167 / DEFENSE...230 
ae EARTHBOUND 










ee & \ “an end of Magicant opens the 
co of Eden. Here you must swim to the 


Ps in the nempern section, but Kraken will Kraken can’t be 


everywhere at one 
time, and there are a 
limited number of 
the monsters swim- 
ming in these myste- 
rious waters. When 
you spot a serpen- 
tine neck swimming 
towards you, head 
for the nearest 
island or rock spire 
that protrudes from 
the sea. You can dodge the 
monsters by playing hide- 
and-seek between the 
islands. 


The Magic Puddl ing wll come in very handy in this area. 


NESS’S NIGHTMARE 




























FROM 
MAGICANT 





HOW TO GET THE 
GUTSY BAT 


The only place to find the powerful Gutsy Bat is here in the 
Sea of Eden. This awesome weapon lies concealed some- 
where in the water, but only a Kraken can find it. The way 
to obtain the Gutsy Bat is to defeat Kraken and be incredi- 
bly lucky. Once you defeat the Kraken, you have one chance 
— — in 128 to win the Gutsy 
Goods Auto Fight eee) Bat. Of course, you could 


a | ore ccd are agains 
a Seen DUt the odds are against 


~ 


4/| wil Ik 
a ull 


Oe Re he ra tee i me reer ae ae | 
ATM card Sound Stone 
Receiver phone G@Souvenir coin 
@Ses. pendant faGoddess band 
Stdagicant bat Sudden guts pill 


> Gutsy bat 
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_ The island with the statue is your destination in the Sea of Eden. 
The Mani Mani Statue—Ness’s Nightmare—once before caused the dangerous 
illusions of Moonside. Now the power of the statue is even greater. Since the 
statue is just a part of your mind, it has all the strengths that you have. Any PSI 
Power that you use, it can use. The only difference is that it doesn’t have an 


inventory. You can gain the edge by having Magic Pudding with which to replen- 

ish your PP and so outlast your foe. If the Nightmare uses PS] Counter-Shield, it 
is best to counter with PSI 
attacks. Once the Nightmare 
uses all of its PP, you’ll have the 
advantage--if you last that long. 


Takk to Goods} {I'm the evil part of your 
PSI Equip | brain. 
Check Statu} ¢You can’t beat me. 





555 Nightmare attacked! 


«(Ness heard a familiar voice 


at the center of the Seaof 
Eden.) 


Ness was Tilled with the 


Power of the Giant Step! 


Ie *+Ness's speed increased by 5! 
+The Sound Stone that Ness’ = 


used to have is new gone. 





HP...307 / PP...0 / SPEED...77 


OFFENSE...146 / DEFENSE...1 13 
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OFFENSE...140 / DEFENSE...156 


a 


HP...504 / PP...0 / SPEED...3| 
OFFENSE...135 / DEFENSE...215 
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CAN MAN CONTROL 
SPACE AND TIME? 


7 } 





According to Dr. Andonuts, the famous inventor 
of the Sky Runner flying saucer and other amaz- 
ing devices, it is possible to create a machine that 


WINTERS 
HIGH SCHOOL 





Satien Valley Woeld | 


AEAKONV TE SOUGHT 


Dr. Andonuts reported that the 
initial failure of his Phase 
Distorter space/time machine 
was because of the lack of a 
special material known as 
Zexonyte, which is found only 
in meteorites. A group of young 
adventurers led by Ness has 
volunteered to return to Onett, 
the site of a recent meteorite 
strike, and retrieve the valuable 
material. 


The meteorite in Onett may 
contain the substance 
known as Zexonyte, which 
Dr. Andonuts needs to com- 
plete his project. 














will move not only through space, but through time, as well. 
He and his two colleagues, the Apple Kid and a Mr. Saturn, 
have been working on just such a machine—the Phase 
Distorter—here in Saturn Valley. Early tests have met with 
mixed success. One volunteer group emerged from the metal- 
lic device completely toasted. The machine resembles a large, 
silver Mr. Saturn and is said to have the ability to reach back 
into time. Dr. Andonuts hopes that the device will enable 
Ness and his companions to reach the evil Giygas and end the 
threat to earth forever. 
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Researchers at Winters High have recently made 
breakthrough discoveries in the field of confectionary 
warfare. Dr. Armuffin reports that Rock Candy is the 
best sweet to use in combat. “The user must also 
carry condiments,” he points out. “When he or she 
uses the Rock Candy, the condiment will be spent 
instead of the candy. Pretty sweet. In using the Rock 
Candy, you will experience a lift in any one of your 
Receiver phone 
GHall of fame bat 
aDiamond band 


Tin of Cocoa 
Tin of Cocea 


eNess’s guts 
2 went up by 1! 
Flame pendant a 


G@Lucky coin 

Tin of Cocoa 
Tin of Cocoa 

> Rock candy 


Tin of Cocoa 


Tin of Cocoa 
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14 
27 
Vitality 18 
10 >> 
Luck 
Press the -&- Button for PS! info 


Be fern: fais 
k 9 - ADS | io 
attributes such as IQ.” Dr. 


Armuffin’s next project is to design and deploy after- 
dinner mints as land mines. 


Speed 
Hit Points: 270/270 Guts: 
Psychic Points; 112/112 
96006 
8373 Exp. for nent level 


Receiver phone 
Ls as 

@Diamond band Experience Points 

Tin of Cocoa 

Tin of Cocoa 

Tin of Cocoa 
bRock candy 


M@Lucky coin 


Tin of Cocoa 


Tin of Cacoa 








Ness 

ATh card 
Franklin badge 
OFlame pendant 
@Lucky coin 

Tin of Cocos 


Tin of Cocoa 


Which? Receiver phone 


tame bat 


Offense: 115 

Defense 

Speed 
Hit Pomts: 
Psychic Points f112 Vitality 
Experience Points: 36006 8] 
83796 Exp. for next level 


270 Guts: 


2707 


i} Rock candy 


Luck 
*Press the -A- Button for PS! info. 
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“GATAIAN VALLEY 


Most P ple return from thesSaturn Valley with fond memories of the 

‘quirky | tshospitable people who live there. This peaceful haven also 

offers plenty of unique shopping opportunities found nowhere else in FAST 
the world. If you’re saving the world, or just out for a Sunday drive, be FACTS 
sure to stop off in the Saturn Valley. 








» 





» 





*POPUIAPION ...ccccosceeeseen 5,297 
*LANGUAGE.....sseecnsense Saturnian 
*IMPOCTS acsscs-csss nts ee Tissues 
SEMDOITS inclu Happiness 
Accommodations 
in the 


Saturn Valley 


The Saturn Valley 
may well be one of 
the most hospitable 
places on earth. 
Here you can rest 
for free at the local 
bed & breakfast, 
receive free medical 
care at the excellent 
Saturn Valley 


BUYER’S GUIDE 


You won’t want to miss the 
highly specialized items for 
sale now in Saturn Valley. In 
addition to the previous stock 
of goods, you'll now find a 
selection of pendants that add 
greatly to a person’s defensive 
strength. The cost may seem 
exorbitant, but think of the 






lives they may save. Hospital, or soak 
HUMAN TO ROBOT away your worries and bodily 
odors in a natural hot spring. If 
VID RAZUAA AM CONVERSIONS ae Tee 
TIME TOURS Time travel turns out to be more difficult however, there are plenty of 
De: aeeaeitetaih : 
The ultimate travel experience is available ides Test People WndEmer: FESe YO} unique goods to purchase in 
a Xe Valle. Travel back in hi need a Phase Distorter—a machine ) the Shoppe On The Cliff. 
OW TRAE ee a aaa ao) OOH TIS- that will send matter backwards 


tory. Visit the ancient Greeks or Egyptians or Bs 5s | 
Mayans. Ride a mammoth in the Pleioscene 


Unfortunately, the actu- 
or hunt a raptor in the Cretaceous. Carve al aby ae living ry ‘yb -) THE FINAL TOUR 


or forwards in time. 





your face on the Sphinx! beings into no-longer- { For those of you who go on 
living beings. According to ' from Saturn Valley to the danger- 
Special introductory Offer We pr. Andonuts, you ae M4 ous conflict in thesbast with 
3d Giygas, be sure you take along all 


days, 2 nights must first convert F) 
people into 
% % 3 a robots that carry 
a the person’s mind. 
Watch George Washington sleep Ste: hiss parincted 
¢Dine on asp with Cleopatra qsible and 
eListen to Confucius painless conversion 
Not responsible for paradoxes process. 


or the destruction of the 
space time continuum. 


the essential items for an epic 
struggle. Recommended foods 
include Magic Pudding, which can 
be obtained only in Magicant. 
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THE PHASE DISTORTER 


wExpect the worstithe first time you step into the Phase 
istorter.. VVithou®, tHe special mineral found in the mete- 
Bric the device won'’t.work. You'll step out again covered 
in’ sootandsash=But Dr. Andonuts has the answer. If you 
bri him the Zexonyte from Onett, he can make the 
© machinemwork. Once ' you ve delivered the goods, step into 
the machine again. 
This time it will work, 
sending you off on 
the final leg of your 
journey. The Phase 
Distorter Il has two 
special functions: it 
saves the game and 
replenishes your 
energy. 


¢Yahah! The Mr. Saturns are 
incredible folk. 





*Hromm...it doesn’t work. 
One thing is missing... 


*Have you seen a meteorite 
anywhere recently? 





BR oR a Sate 8 SUN aor U8 ae aie nt Re a a a aa 
“S 


"The Saturn Valley shop contains a new vendor with some 
new items. The Flame, Rain and Night Pendants boost the 

‘= defensive power of your party. Although they cost an arm and 
“8 aleg, the price is well worth it. Purchase and equip these items ™ 
» before traveling back in time to meet Giygas. ey 


Flame pendant $3000 
$5000 
¢soa0u0 


nf 1S a © ara 
Bu y LAGS 


Rain pendant 
Night pendant 
Piggy jelly 
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ONETT UNDER FIRE 


The Onett to which you return is a town under siege. 
The power of Giygas has spread throughout the town. 
The citizens have locked themselves in their homes. Only 
Ness’s house remains open. Ness’s mom tells the heroes 
about nes state of the town. There’s nothing you can do 

5 here except go to the mete- 
orite and retrieve the 
Zexonyte for Dr. Andonuts. 












*There are plenty of creepy 
monsters running around 
Cnett now. 


















ZEXONYTE 


The meteorite that landed north of Onett contains 
the precious mineral, Zexonyte, which Dr. Andonuts 
needs to complete the Phase Distorter so you can 
travel back in time. Hike to the site of the meteorite 
and check it out. You'll find a shiny piece of metal in 
the glowing mass. Once you have it, transport back 
to Saturn Valley. 





*Do you want to try and get 


ENEMY 
PLUNDER 


You can win items by 
defeating some ene- 
mies in battle. The 
Evil Eye holds a prize 
that is worth a lot of 
cash if you can sell it. 
The Ghost of 
Starman may have 
items like the Multi- 
Bottle Rocket hidden 
behind it. Some of these 
gifts can be picked up 
and used during the bat- 
tle while others are left 
behind a defeated foe. 





i /2}3) 
3}3}4) 








The time has come for you to leave the present and travel back in time to 
where Giygas waits. The first stage of the journey in the Phase Distorter Il 
takes you as far as the cavern with the silver tentacle. Unfortunately, the 


machine blows a fuse and melts down. You'll have to wait for Dr. Andonuts to 
show up in the improved Phase Distorter II] before continuing your mission. 


Talk ta Goods} +Well, 've never actually seen 
PSI Equip | this incredibly rare element 
Check Statug before... 

SMitanbeoRe 
i 


3 oe 


; ea 
a 





++i bDRaAPPebo 




















* bS FOU wart 


The last portion of your quest 
follows the steps listed below. If 
you want to proceed on your 
own, don’t look at these steps. 
Otherwise, you can follow these 
steps to reach Giygas. 


Meet Dr. Andonuts in 
Saturn Valley 


Return to Onett 
Collect the Zexonyte 
Use Phase Distorter Il 


Meet Dr. Andonuts 
in the cave 


Travel to the past 


Meet Giygas 


The Ghost of Starman uses 
Starstorm Omega as its 
chief attack. Paula’s Psych 
Shield will help fend off the 
attack. Use Multi-Bottle 
Rockets and other regular 
attacks to defeat the alien. 


HP...750 / PP...462 / SPEED...46 
OFFENSE...152 / DEFENSE...170 


“ts 
The Evil Eye uses 
Brainshock on its ene- $42 
mies. Use the PSI Shield 





to protect your part 
and attack with any PSI 
or regular attack. 


HP...720 / PP...400 / SPEED...38 
OFFENSE...141 / DEFENSE...162 


This is no wolf in sheep's =) 5 
clothing. Regular attacks 
will turn it into mutton. 


HP...722 / PP..212/ SPEED...144 i 
OFFENSE...171 / DEFENSE...38 
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Warp living things, | mean 
liteforms 


oPiecFitst Step Back — mamma 1 xo807 


After walking around the 

tunnel for a short time, Dr. 
Andonuts will appear, apol- 
ogizing for the failure of the 
Phase Distorter. He also 

shares some bad news with 
you. The Phase Distorter III 


>The trip from Satuby Valley doesn’t take your gallant 

> crew all the way,back-to Giygas. In fact, the first leg of 
your journey dep osits you in a tunnel with a wrecked 

U Phdse-Distorter and no way out. Fortunately, Dr. 
Andonuts will show up with a new and improved machine 
to carry you back into the recesses of time. 


FROM 


~ 


» 
c 
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moa 
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SATURN Rao fu) EAR te PA ch A destroys life forms that pass 
VALLEY ARV is Ry fes 


through it. The only way to 
go back in time, it turns out, 
is to be converted into 

robots, which can pass safe- 
ly through the mists of time. 
Dr. Andonuts will perform 
the robotomy when you’re 


*Poo! 
Jett! my son... 
* There is no turning back now 








A GIFT FOR POO df 


The first character you encounter in this mid- i 
dle world between the present and the past >| 
is an old monk who carries a gift for Prince 

Poo. The monk bestows the knowledge of PS! ' Al T 
Starstorm, Omega level, on the Prince. This Ay 


ultimate psychic power will work wonders 
against the fierce attacks that lie ahead (or 
behind) in the cave of the past. 






GIFT BOX 
@ LEGENDARY BAT 


+There is only 2 little time lett! 
ri give you the last power. 


+] must go now 
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7 ENEMIES 





| You must endure taunts and physical abuse to end the threat of 
Pokey and Giygas. Pokey is easy to defeat with three or four Multi Bottle This fire-breathing aquatic serpent gets 


Rockets, but Giygas is another matter. The alien mastermind uses your own Fee pene 


PSI Special Power. Counter it by using Paula’s Psychic Shield Beta right away. regular attacks will sink it. 
Once Pokey disappears, keep your health and shields up and use regular 
attacks. Eventually, Pokey reappears for more jeers. In the final stage of the 
battle Bengt Giygas, Paula should use the Pray option nine times while the 
SF : others use Defend. You'll receive the 










ee POWer to 
: —— = destroy 


———— Giygas 
y—S from your 


friends. 





































Re = HP...900 / PP..60 / SPEED....42 
OFFENSE...155 / DEFENSE...195 


«Jett tired 
the Multi bottle rocket! 


This droid usually shows up as the 
weaker member of a party of two 
enemies. It's easy to destroy with 
conventional attacks. 


. <2 Ss HP...768 / PP....0 / SPEED...43 
*Heh heh heh heh. *Poo tried minh OFFENSE... 147 / DEFENSE... | 76 


You must really be PSl Starstorm ! 
at the end of your rope 


This nuke will nuke every- 
Py in sight if it is defeat- 
he best strateg is to 
“Hi fromit. If itis wit 
companion, defeat ee 
companion, then run. 


Geach bation at hap hear — =e | J HP..768 / PP..0 / SPEED...43 
aL eiaresse ve ws strona a "a OFFENSE...147 / DEFENSE...176 


for the safety of Ness and his ! 
Big brother to the § : a 
Ultimate Octobot, this Fe 


friends.) 
droid doesn't present 


ee much danger, but it usu- GS 
patna as ke became ally shows up with other Z 1 
We erent enemies that are very 
eand prayed sincerely for the dangerous. \ | 
safety of Paula and | | JN HP..768 / PP. 0/ SPEED. can © > 





her triends.) 


ee Seas 163 / DEFENSE... | 
— 7 


*Nesst Mow, |... | — The last ina distin- 
well... It’s going to seem like |S Pe eg as guistee ne of star- 
mn running aval. Poe men is also the strongest. 

z s Use Multi Bottle Rockets 
~~, to blow it back into 

* space. You can also put 

him under using Hypnosis. 


=) HP...840 / PP...860 / SPEED...47 
: OFFENSE...178 / DEFENSE...187 
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ONETT TIMES 








VOL XXIV ALL THE NEWS THAT’S FIT TO FIT 





ALIEN INVASION THWARTED 
BY TEEN HEROES 


Ness and his companions 
returned victorious today out of 
mortal danger in the labyrinth of 
the alien fiend known as Giygas. 
Upon arriving in the Saturn 
Valley, Dr. Andonuts greeted his 
son, Jeff, and the other brave 
adventurers who had returned 
from the past. Gifts and warm 
congratulations were offered in 
Saturn Valley. Some of the gifts 
contained letters from friends 
and family wishing the heroes a 
speedy return home. Paula and 

ess took leave of the festivities 
in the Valley and headed home. In 
Twoson, Paula was swarmed by 
the nappy children at the 
Polestar Preschool. After seeing 
Paula’s parents, the young couple 
moved on to Onett where the 


+You're here! 
*We have little, but stay and 
rest for a while. 


had returned to its normal, 
peaceful state. The dogs no longer 
attacked and the sun was shin- 
ing. Ness wandered about the 
town, speaking to his old friends 
and accepting their congratula- 
tions until finally it was time to 
go home. The conquering heroes 
received a warm welcome from 
Ness’s mother, who was reported 
to be curse SND pride. |] 
always thought Ness was special, 
she told reporters. ‘Even as a baby 
he could bend spoons with his 
special powers. ane! hope all this 
excitement didn’t spoil his 
BPD eres Back at Ness’s home, 
the two alien-thrashing heroes 
shared the excitement of their 
journey by showing Ness’s mom 
the photo album created by the 
traveling photographer. 


+. Jett doesn’t call me 
+Maybe he thinks I'm too 


Thank you for escorting me 


*We've kept it for along time Si 
but i return it now 
*Thank you very much 


popular at your destinations’ 
+...i'm jealous. twishl was 


popular like you. 
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home. 


+. Finally, you've come to 


return the book. Seems like 


*Well, a little bit of pro 
wrasslin’. It's the ring tor 


*The chance of Giygas gaining 
victory with his monstrous 











NESS, HERO OR BOY? 


The recent events that led 
to the defeat of Giygas 
have made a young man 
from Onett the world’s 
foremost super hero. Young 
Ness proved his courage 
and fortitude by taking on 
the alien menace when no 
one else dared to step for- 
ward. The question now is 
what will this amazing 
young man do next. Will he 
o” to.” school?’ “Visit 
isneyland? Or will he be 
called upon to defend the 
Earth once more? 


Sey or . 





The future remains uncertain for 
teenage hero, Ness. Although just 13 
years old, he is the undisputed champion 
of the world. Only time will tell what his 
destiny holds. 


A LETTER FROM THE 
FUTURE 


After the bows have been 
taken and the credits run, 
Ness wakes up to a pound- 
ing at the front door. It’s 
Picky, Pokey’s little broth- 
er, eating, asidetter’ It 
seems that Pokey will seek 
revenge, and that the 
adventure has just begun. 


+ letter arrived from my 
brother, Pokey...it is 
addressed to Ness. 











WEAPONS 


There is a wide variety of weapons in EarthBound. Often, a weapon can only be ABOUT THE CHART 


used by a particular person. Some can only be purchased, others must be found 


Items that have * next to the price cannot be 


in Gift Boxes, chests or coffins. Some enemies also leave special weapons behind purchased, but can be sold for half of the listed 
when defeated. Jeffs specialty is to take old, broken gadgets and turn them into price. Under Error Rate, items listed as “0" 


always hit. In the Location column, GB= found in 


powerful weapons, which can then be used by only him. Be sure to do whatever a box, SH=purchased at a shop, PE=person gives 


necessary to locate and equip the most powerful weapons! 


you the weapon, EN=obtained from an enemy 
and ()=where to find prior to repair. 


er  F 


er a ee 


1mm 
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Cracked Bat 
Tee Ball Bat 
Sand Lot Bat 
Minor League Bat 
Mr. Baseball Bat 
T-Rex's Bat 

Big League Bat 
Hall of Fame Bat 
Ultimate Bat 
Magicant Bat 
Legendary Bat 
Gutsy Bat 
Casey Bat 

Fry Pan 

Thick Fry Pan 
Deluxe Fry Pan 
Chef's Fry Pan 
Non-stick Fry Pan 
French Fry Pan 
Magic Fry Pan 
Holy Fry Pan 
Sword of Kings 
Pop Gun 

Stun Gun 

Toy Air Gun 
Magnum Air Gun 
Zip Gun 

Laser Gun 
Hyper Beam 
Double Beam 
Crusher Beam 
Spectrum Beam 
Death Ray 
Baddest Beam 
Moon Beam Gun 
Gaia Beam 
Yo-yo 

Slingshot 

Bionic Slingshot 
Trick Yo-yo 
Combat Yo-yo 


- 

98 
399 
498 
698 
3080 
*1880 
2298 


*2980 
*38 
56 

198 
598 
1198 
1490 
1790 
*4790 
3480 


*110 
*150 
215 


425 


850 
*1000 
1150 
*1650 
*2300 


*4450 


29 
89 
449 
998 
1148 


15 
26 
38 
48 
04 
62 
68 
80 
110 

100 
125 

10 
20 
30 
40 
50 
60 
90 
80 
30 

16 
24 
32 
36 
40 
48 
58 
66 
72 
78 
90 
98 
110 

125 
6 

12 
32 
46 
54 


— 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
3/4 
1/16 
1/16 
1/16 
1/16 
1/16 
1/16 
1/4 
1/16 


>) 6G iG) 5G BGS se bc 6S Bc cS 6c i ES tS 1 


3/16 
3/16 
3/16 
3/16 
3/16 


Ness's first weapon. 
- 
SH 
SH 
SH 
SH 
SH 
PE 
SH 
GB 
GB 
Increases Guts by 127. EN 
Lots of power, but you'll whiff most of the time. GB 
Paula's first weapon. SH 
SH 
SH 
SH 
SH 
SH 
Increases Guts by 100, but you'll miss more often, too. EN 
Increases Guts by 10. SH 
Poo's ultimate weapon. EN 
Jeff's first weapon. GB 
GB 
SH 
Jeff must repair the Broken Toy Air Gun to obtain this weapon. (GB) 
SH 
Jeff must repair a broken item to obtain this weapon. (GB) 
SH 
Jeff must repair a broken item to obtain this weapon. (SH) 
SH 
Jeff must repair a broken item to obtain this weapon. (SH) 
GB 
Jeff must repair the Broken Harmonica to obtain this weapon. (GB) 
GB 
Jeff must repair the Broken Antenna to obtain this weapon. (GB) 
Poo's Offense decreases when he equips any Yo-yo. SH 
SH 
SH 
SH 
SH 


PROTECTION 


Beyond weaponry, it’s always a good idea to have strong protection items 
equipped because they increase your defensive power. In the Equip option of the 
menu, you can equip items to the Body, Arms or Other. You should always equip 
protective items to one of these areas. There may also be special effects that 
come from equipping items. They can help protect their wearers from specific 
conditions and PSI powers. As always, look for these items! 


ABOUT THE CHART 


Items that have * next to the price cannot be 
purchased, but can be sold for half of the listed 
price. In the Location column, GB=found in a box, 
SH=purchased at a shop, PE=person gives you 
the weapon, EN=obtained from an enemy and 
()=where to find prior to repair. Most protection 
items can be equipped by anyone. 


ITEM PRICE COMMENTS 
19 5 SH 


Baseball Cap 

Bracer of Kings 0 30. Canbeused only by Poo. Increases Luck by 35. Protects against Sleep. GB 
Charm Coin 6000 50 —_— Increases Luck by 20. SH 
Cheap Bracelet 98 5 SH 
Cherub’s Band *1790 70 Provides protection from Sleep. Increases Luck by 20. GB 
Cloak of Kings 0 20  Canbeused only by Poo. Increases his Speed by 40. GB 
Coin of Defense 2000 40 Increases Luck by 13. SH 
Coin of Silence 2500 45 Increases Luck by 16. SH 
Coin of Slumber 1500 30 ~— Increases Luck by 10. SH 
Copper Bracelet 349 10 SH 
Crystal Charm 600 2 Speed increases by 15. Provides protection from Paralysis. SH 
Defense Ribbon 389 40 Can be used only by Paula. Increases her Luck by 15. SH 
Diadem of Kings 0 20 Can be used only by Poo. Increases Luck by 30. Weakens enemy PSI attacks. GB 
Diamond Band 9998 50 SH 
Earth Pendant 4000 16 —_- Provides protection from Fire, Freeze and Flash. SH 
Flame Pendant 3000 15. _—~ Provides protection from Fire. GB/SH 
Goddess Band *1980 80 Provides protection from Sleep. Increases Luck by 30. GB 
Goddess Ribbon *6980 110 §Canbeused only by Paula. EN 
Gold Bracelet 2799 30 SH 
Great Charm 400 1 Speedincreases by 5. GB/SH 
Hard Hat 298 15 GB/SH 
Holmes Hat 59 10 SH/GB 
Mr. Baseball Cap *199 6 PE 

Mr. Saturn Coin 1000 47 Increases Luck by 18. PE 
Night Pendant 3000 15 ~~ Provides protection from Flash. GB/SH 
Pixie’s Bracelet *1590 60 Provides protection from Sleep. Increases Luck by 10. GB 
Platinum Band 6899 40 SH 
Rabbit's Foot *1800 3 Speed increases by 40. Provides protection from Paralysis. GB 
Rain Pendant 3000 15 —_—~ Provides protection from Freeze. GB/SH 
Red Ribbon 179 25 Canbe used only by Paula. SH 
Ribbon 89 20  Canbeused only by Paula. SH 
Saturn Ribbon *3980 90 Can be used only by Paula. Increases her Luck by 40. BE 
Sea Pendant *5000 20 Provides protection from Fire, Freeze and Flash. GB 
Shiny Coin 4000 70 Increases Luck by 30. SH 
Silver Bracelet 599 15 GB/SH 
Souvenir Coin *6000 80 Increases Luck by 35. GB 
Star Pendant *7000 30 _— Provides protection from Fire, Freeze, Flash and Paralysis. EN 
Talisman Coin 3500 60 Increases Luck by 25. PE 
Talisman Ribbon *3500 60  Canbeused only by Paula. Increases her Luck by 25. GB 
Travel Charm 60 ; Provides protection from Paralysis. PE/SH 
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GOODS 


The world of EarthBound is rich in odd items that can be picked up during the jour- 
ney. Many of the items are strange versions of average, everyday things. You can use 
some of the items only once, but you can’t get rid of others, even if you try. An 
important step to successfully fulfilling your destiny is effectively using the delivery and 
storage services in the game. If you hold only those items that are necessary, you have 
the chance to maximize the food and healing items that you are carrying. Check out 
the following list to get an idea of what is good to carry around with you. 


ITEM PRICE SO) VIVISNIES 


ATM Card Needed to withdraw or deposit cash. 

Backstage Pass Use at the Chaos Theater. PE 
Bad Key Machine 0 Opens doors or locks that won't otherwise open. BE 
Bag of Dragonite *1000 Use to turn into a dragon for a single attack against your enemies. GB 
Bazooka *950 Used only by Jeff. Use to hit multiple enemies with a single attack. SH 
Bicycle 0 Lets only one person ride at a time. PE 
Big Bottle Rocket 139 Used only by Jeff. Stronger than a Bottle Rocket. SH 
Bomb 149 Use to hit multiple enemies with a single attack. SH/GB 
Bottle Rocket 29 Use to attack during battle. SH 
Brain Stone 0 Keeps you from being “held” in battle. . 
Bubble Gum 1 Give to the Bubble Monkey. SH 
Carrot Key 0 Moves Rabbit Statues from entrance to Pink Cloud. GB 
Chick *25 If kept for a while, becomes a Chicken. : 
Chicken *220 Sell for big cash. Will escape if you try to use it. : 
Contact Lens 0 Can be exchanged for a pair of socks. CH 
Counter-PSI Unit 0 Used only by Jeff. Counters enemies’ PSI attacks. (GB) 
Cup of Lifenoodles *178  Sameeffect as Heal Q. GB/PE 
Defense Shower 0  Usedby Jeff only. Increases the Defense of all allies. (GB) 
Defense Spray 500 Increases one person's Defense. SH 
Diamond 0 Use to pay off the Runaway Five's debt to the Topolla Theater owner. PE 
Eraser-Eraser 0 Erases the lron Eraser of Stonehenge. PE 
Exit Mouse 0 Leads you to the exit of caves or mazes. PE 
For Sale Sign 0 Attracts customers to buy your goods at any time. SH 
Franklin Badge 0 Deflects a Thunder attack. PE 
Hand-Aid *19 User fully recovers HP. PE 
Handbag Strap *39 Freezes an enemy during battle. GB 
Hawk Eye 0 Use to light up the Deep Darkness. CH 
Heavy Bazooka 0 Very powerful weapon used only by Jeff. Can be used multiple times. (GB) 
Hieroglyph Copy 0 Explains how to open the Pyramid. PE 
HP-Sucker *800  Usedonly by Jeff. Takes an enemy's HP and adds it to Jeff's. (GB) 
Hungry HP-Sucker 0 Used only by Jeff. Takes HP from all enemies and adds them to Jeff's HP. (GB) 
Insecticide Spray 19 Spray on insect-type monsters. SH/GB 
Insignificant Item m2 Return to owner to receive a Magic Truffle. CH 
Jar of Fly Honey 0 Use against Belch to keep him from attacking. CH 
Key to the Cabin 0 Use to rescue Paula from the mountain cabin in Peaceful Rest Valley. EN 
Key to the Locker 0 Doesn't open Jeff's Locker. PE 
Key to the Shack 0 Opens the door to the traveler's shack in Onett. PE 
Key to the Tower 0 Use to enter “Dungeon Man.” PE 
King Banana 0 Moves monkey from a doorway in the Monkey Cave. GB 
Meteorite Piece 0 Needed for the third Phase Distorter. CH 
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ABOUT THE CHART 


The eb or briefly explains what effects various items 
have. As with the previous lists, items that have * next to the 
price cannot be purchased but can be sold for half of the listed 
price. Abbreviations have the following meanings: GB=found in 
a box, SH=purchased at a shop, PE= rae gives you the 
weapon, EN=obtained from enemies, ChH=Check, or search, for 
item, and ()=where to find prior to repair. 


NAME PRICE ee) VIVISNGES 


Meteornium *2000 Sell for a moderate amount of money. 
Meteotite *4000 Sell for big money. - 
Monkey’s Love 0 Freezes an enemy during battle. PE 
Multi Bottle Rocket 2139 Used only by Jeff. Stronger than a Big Bottle Rocket. SH 
Mummy Wrap *128 Freezes an enemy during battle. SH/GB 
Neutralizer 0 Used only by Jeff. Removes an enemy's PSI effects from one person. GB 
Pair of Dirty Socks =2 Freezes an enemy during battle. RE 
Pencil-Eraser 0 Erases Pencil Statues. PE 
Pharaoh’s Curse *290 Poisons one enemy during battle. GB 
Picture Postcard 2 Noeffect. SH/PE 
Piggy Nose 300 Use when searching for Magic Truffles. SH 
Protractor 2 Use to get an angle on things up in battle. SH/GB 
Receiver Phone 0 Receives important calls from people like the Apple Kid or your dad. PE 
Ruler 2 Use to size things up in battle. SH/GB 
Rust Promoter 89 Use against mechanical enemies. SH/GB 
Rust Promoter DX 289 Stronger version of Rust Promoter. SH/GB 
Shield Killer 0 Used only by Jeff. Destroys an enemy's Shield. (SH) 
Show Ticket 30 Ticket for the Topolla Theater. SH 
Shyness Book 0 Cures the Tenda people of their shyness. CH 
Signed Banana 0 Give to museum curator to gain entrance to Magnet Hill. PE 
Slime Generator *420  Usedonly by Jeff. Freezes an enemy during battle. (SH) 
Snake 220 Use during a battle to poison an enemy. SH/GB 
Snake Bag 290 Poisons an enemy during battle. SH 
Sound Stone 0 Records the melodies from the eight “Your Sanctuary” locations. - 
Stag Beetle 8 Temporarily freezes an enemy during a battle. SH/PE 
Sudden Guts Pill 500 ~_— Increases Guts during battle. GB/SH 
Super Bomb 399 Has the same effect as the Heavy Bazooka. SH/GB 
Super Plush Bear 1198 Absorbs damage from enemy attacks. SH/GB 
Suporma *50 Plays song about the Orange Kid. PE 
Teddy Bear 178 Absorbs damage from enemy attacks. SH/GB 
Tendakraut 0 Use to enter Tenda village. PE 
Tiny Ruby 0 Allows you to enter the hieroglyph room at a museum. PE 
Toothbrush 3 Freezes an enemy during battle. (SH) 
Town Map 0 Use to view the layout of a town. PE 
Trout Yogurt *48 Most users recover 30 HP. Poo recovers 6 HP. PE 
Viper 550 ~—_Use to poison an enemy in battle. SH/GB 
Wad of Bills 0 Needed to rescue the Runaway Five. PE 
Xterminator Spray 630 Exterminates all insect-type monsters on battle screen. SH 
Yogurt Dispenser 0 Gives access the 48th floor of the Monotoli Building. PE 
Zombie Paper 0 Similar to fly paper, but used to trap wandering zombies. PE 
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FOOD 


As with all long journeys, it’s always a good idea to carry food with you. There is ABOUT THE CHART 


a wide range of foodstuffs that you can eat to revitalize your HP. The effective- 
, a A few items cannot be purchased, so prices 
ness of the food varies, and it is important to keep only the best items in your arent listed for them. The HP recovery amount 


inventory. Some food can also be given to people you meet in exchange for infor- apples saeaiphal sR die Pras 
mation or a different item. You can buy food items in every town or city. In any “i fata siceahes se this others, sohis HP and PP 
case, always be on the lookout for good meals! are listed in a separate column. 
PF Foopren Denice rp [pe] roo] conmenrs 

Bag of Fries HP-6 Inexpensive and effective. 

Banana _ - HP-6 — Soldin Burglin Park 

Bean Croquette 12 42 - HP-6 — Soldonly in Scaraba. 

Beef Jerky 70 150 - HP-6  Canbe purchased in Winters or Scaraba 

Boiled Egg 9 42 - HP-6  Oneof Jeff's first items. 

Bottle of DXwater 198 1 PP-40 Especially good for helping Poo recover PP. 

Bottle of Water 4 1. PP-10 Good for helping Poo recover PP. 


Bowl of Rice Gruel 88 216 HP-6 Sold only in Dalaam. 
Brain Food Lunch 800 300 50° rutkttilerrry Increases both HP and PP. 


Bread Roll 12 30 7 BERS 

Calorie Stick 18 60 25 BHREG 

Can of Fruit Juice 4 6 i MEHR 

Chef's Special 298 216 - HP-6 — Soldonly in Summers. 

Cookie 7 6 - HP-6 _ The first food item you'll find. 

Croissant 18 60 - HP-6 Good tohave in Happy Happy Village and Threed. 
Cup of Coffee 6 12 =) MHP 26 

Cup of Noodles 98 42 - HP-6 — Expensive andnot very effective. 

Double Burger 24 96 - HP-6 — Handy in Fourside. 

Fresh Egg 12 84 - HP-6  Keepituntilit hatches and becomes a Chicken. 
Gelato de Resort 49 30 - HP-6 — Soldonly in Summers. 

Hamburger 14 48 - HP-6 Very handy in Onett and Twoson. 

Kabob 54 126 - HP-6 — Soldonly at the bazaar in Scaraba. 

Kraken Soup 648 FULL - HP-6 Completely refills everyone's HP. 

Large Pizza 238 240 - HP-6 — Everyone recovers 240 HP. 

Lucky Sandwich 128 : a) ie Recover HP and PP inrandom amounts. 

Luxury Jerky 210 300 - HP-6 — Soldonly in the Lost Underworld. 

Magic Pudding 680 40  PP-40 Sold only in Magicant. 

Magic Tart 480 20 PP-20 Soldonly in Summers. 

Magic Truffle : 80 | PP-80 Search for these in the Deep Darkness. 
Mammoth Burger 98 204 - HP-6 Buy inthe Lost Underworld. 

Molokheiya Soup 20 84 - HP-6 — Soldonly in Scaraba. 

Pasta di Summers 128 108 - HP-6 — Soldonly inarestaurant in Summers 

Peanut Cheese Bar 22 108 - HP-6 Mr. Saturn's favorite. Inexpensive but effective. 
Picnic Lunch 24 84 - HP-6  Useinthe Dusty Dunes Desert. 

Piggy Jelly 222 300 - HP-6 — Soldonly in Saturn Valley. 

Pizza 48 120 - HP-6 Mmmm! Delivered piping Hot! 

Plain Roll : 24 - HP-6 Receive ina trade with the Tenda. 

Plain Yogurt : 168 - HP-6 — Earnina trade in Tenda. 

Popsicle 7 18 - HP-6  Canbe purchased only in the Dusty Dunes Desert. 
Protein Drink 38 84 - HP-6 Refreshing! 

PSI Caramel : 2005 MPP220 
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Royal Iced Tea 

Skip Sandwich 

~~ Sandwich DX 
Spicy Jerky 


~ ~ 
98 6 
140 252 


=2) WHPSS 
HP - 6 
HP - 6 
~e GHP SS 


Sold only in Summers. 

Walk very fast for about 10 seconds. 
Walk very fast for about 20 seconds. 
Barter in Tenda for this item. 


CONDIMENTS MEDICINE 


Condiments can be used in conjunction with the previously 
listed food items. By using a condiment, you change the 


effectiveness of the food. If you put a condiment on an 


appropriate food item, the recovery amount increases. 
the combination is bad, the effectiveness decreases. 


CONDIMENT {PRICE USE WITH 


Trout Yogurt, Banana, Lucky Sandwich, 


Carton of Cream 4 


JarofDelisauce 300 
Jar of Hot Sauce 3 
Ketchup Packet 2 


Salt Packet 2 
Sprig of Parsley 2 
Sugar Packet 3 
Tin of Cocoa 4 


P.S.I. 


Popsicle 


With any of the listed food items 
Pasta di Summers, Pizza, Cup of Noodles 
Bag of Fries, Hamburger, Fresh Egg, 
Magic Truffle, Croissant, Double Burger, 
Bean Croquette, Kabob, Beef Jerky, 


Mammoth Burger, Spicy Jerky, Luxury Jerky 


Boiled Egg, Picnic Lunch, Chef's Special 


Brain Food Lunch 


Rice Gruel, Peanut Cheese Bar, Piggy Jelly 
PSI Caramel, Rock Candy, Miagic Pudding, Magic 


Tart, Bread Roll, Calorie Stick, Plain Yogurt 


Cookie, Gelato de Resort, Skip Sandwich, 
Skip Sandwich DX, Plain Roll 


In the course of your adventure, you’ll meet enemies that can 
change your condition. If you have some type of ailment, you 
should treat it as soon as possible. If you are not able to go 
to a hospital, there are some items that you can carry for 
emergency care. 


fay COMMENTS 


Cold Remedy 22 Curesacold 

Guts Capsule - Permanently increases Guts by 1 

Horn of Life 1780 Completely cures unconsciousness and 
all other adverse conditions 

10 Capsule - Permanently increases IQ by 1 

Luck Capsule - Permanently increases Luck by 1 


RefreshingHerb 80 Curesacold, sunstroke, crying, poison 
feeling strange and nausea 


Rock Candy - Permanently increases one attribute by 1 

Secret Herb 380 Cures all bad conditions and wakes 
someone who is unconscious 

Speed Capsule - Permanently increases Speed by 1 

Vitality Capsule - Permanently increases Vitality by 1 

Vial of Serum 58 Works as an antidote for poisoning 

Wet Towel 24 Stops sunstroke 


ABOUT THE CHART 


PSI refers to the psychic powers that can be used by Ness, Paula, Poo and PSI powers become stronger through the 


many of the enemies that you encounter on your journey. Psychic powers 
vary, and each person has special abilities. 


PSIPOWER _ FResy pau [Poo 


PSI “Special” o X 


B X 

y X 

Q X 
PSI Fire OL 

B 

iY 

Q 
PSIFreeze o 

B 

Y 

Q 


~ 


40 
98 

6 
12 
20 
42 

4 
X 9 
X 18 
28 


OK KK KK 
~< 


course of the game, and the strength level is 
designated by Greek letters. “Target” refers to 


Using your Psychic Points (PP) the recipient of the PSI power. Damage and 
efficiently can mean the difference between success and failure. Find the PSI recovery points are random within the listed 


powers that work best in specific situations. 


All Enemies 
All Enemies 


All Enemies 
All Enemies 
Single Row 
Single Row 
Single Row 
Single Row 
Single Enemy 
Single Enemy 
Single Enemy 
Single Enemy 





range. 


DAMAGE 
va TARGET COMMENTS 


40-120 Ness’s special PSI that is named for his favorite thing. It 
90-270 affects all enemies on the battle screen and decreases one 
enemy's Psychic Shield strength by 1. 
160 - 480 
320 - 960 
60-100 Works onasingle row of enemies. One enemy's Psychic 
120-200 Shield strengthis decreased by 1. 
180 - 300 
240 - 400 
135-225 Anenemy’s Psychic Shield strength is decreased by 1. 
270 - 450 
405-675 


940 - 900 
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PSI Freeze 


PSI Thunder 


PSI Flash 


PSI Starstorm 


Life-Up 


Heal 


PSI Magnet 


Shield 


Psychic Shield 


Offense Up 
Defense Down 
Hypnosis 
Paralysis 
Brain Shock 


Teleport 


PSI POWER 
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Single Enemy 
Single Enemy 
Single Enemy 
Single Enemy 
Single Enemy 
One Enemy (2x) 
One Enemy (3x) 
One Enemy (4x) 
All Enemies 
All Enemies 
All Enemies 
All Enemies 
All Enemies 
All Enemies 
Single Ally 
Single Ally 
Single Ally 
All Allies 
Single Ally 
Single Ally 
Single Ally 
Single Ally 
Single Enemy 
All Enemies 
Single Ally 
Single Ally 
All Allies 

All Allies 
Single Ally 
Single Ally 
All Allies 

All Allies 
Single Ally 
All Allies 
Single Enemy 
All Enemies 
Single Enemy 
All Enemies 
Single Enemy 
All Enemies 
Single Enemy 
All Enemies 
All Allies 

All Allies 


TARGET sae COMMENTS 


135 - 225 
270 - 450 
405 - 675 
940 - 900 

60 - 180 

60 - 180 
100 - 300 
100 - 300 


270 - 450 
540 - 900 
G25 
225 2315 
full recovery 
300 - 500 





An enemy's Psychic Shield strength is decreased by 1. 


Anenemy’s Psychic Shield strength is decreased by 1. 


Enemies suffer from crying, numbness, feeling strange, or 
they become unconsciousness. 


Impossible to avoid. An enemy's Psychic Shield strength is 
decreased by 1. 
Recover lost HP. 


Recover from acold, sunstroke or sleepiness. 

Heal «. Also cures poison, nausea, crying and feeling strange. 
Heal o, 8. Also cures numbness, diamondize and unconsciousness. 
Heal «,8, y. Also cures unconsciousness. 

Absorb some of an enemy's PP. 

Absorb some PP from all enemies on the battle screen. 
Reduces damage by half. 

“Power Shield.” Shield «. Reflects damage at enemy. 

Shields everyone in the group. 

“Power Shield” covers everyone in the group. 

Reduces effects of enemy’s PSI attacks by half. 

“Psychic Power Shield.” Psychic Shield o plus reflection. 
Psychic Shield covers everyone in the group. 

“Psychic Power Shield” covers everyone in the group. 
Offense increases for the duration of the battle. 

Everyone's Offense increases to a max. of twice the original amount. 
Decreases an enemy's Defense. 

Decreases all enemies’ Defense levels. 

Puts enemies to sleep, though smart ones can avoid it. 


Stops an enemy from moving. 
Stops all enemies from moving. 
Causes an enemy to feel strange. 


Teleport to a place where you've previously been. 
Teleport o. Requires less acceleration room than Teleport. 
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BOSS-0-METER 


MONDO MOLE! 


Location Lilliput Step 

Special Attacks A swipe of his powerful claws 
can ruin your day. 

Weaknesses Flash, Paralysis 





Location Pink Cloud 
Special Attacks PS/ Thunder & PSI Flash -- protect 
Experience 129,026 * 
Hit Points 2,065 PSI Power 70 Offense |// Defense |78 Speed 2/ 
ELECTRO SPECTER | 
by stealing them. 
Weaknesses Fire, Freeze 
Experience 261,637 


Hit Points 298 PSI Power |6/ Offense 37 Defense 50 Speed 9 
yourself with the Psychic Shield. 

Weaknesses Flash, Fire, Freeze and Sleep 

Location Lumine Hole 

Special Attacks He cleans out everyone's Hit Points 

Hit Points 3,092 PSI Power 80 Offense /48 Defense 203 Speed 29 





IDENT-A-SMELL 


THE GAME STINKS— 
THE FREE GIFT DOESN’T 


Take a whiff and tell us what you’ve got.We know 
you'll be reeking with appreciation. You'll have to figure 
it out on your own — just like Ness. 

So, when you’ve made up your mind, write your guess 
below, then fill out this card completely and mail it to: 





EarthBound Ident-A-Smell Contest 
Nintendo of America Inc. 

P.O. Box 97043 

Redmond, WA 

98073-9743 


Name 

Address 

City 

Telephone Number ( ) 


Birth Date ee, LS / 
Month Day Year 


This Smell Is: 


Offer good while supplies last. 


(intendd) 


i 





BOSS-O0-METER 


SHROOO™M! 





Location Rainy Circle (near Saturn Valley) 

Special Attacks /f his poisonous spores don’t wipe you out, 
his little pals will. 

Weaknesses Fire, Flash 

Experience 96,323 


Hit Points /,700 PSI Power //2 Offense 95 Defense /54 Speed /8 


PLAGUE RAT OF DOOM 





Location Magnet Hill 

Special Attacks When his fangs nip, your Hit Points slip. 
Weaknesses Fire, Flash 

Experience 115,272 


Hit Points /,827 PS! Power 60 Offense 7/ Defense /80 Speed /9 


TITANIC ANT * 2 


Location Giant Step 

Special Attacks He chews, you lose. And his magnet sucks 
PSI Points from you. 

Weaknesses Paralysis, Sleep 

Experience 685 

Hit Points 235 PSI Power /02 Offense !9 Defense 23 Speed 6 





CARBON DOG: 


THE FIRST FORM OF DIAMOND DOG. 
Location Fire Spring 


Special Attacks His Fireballs can sear Satan. 


Weaknesses Flash, Freeze and Paralysis ~ 


Experience No points awarded until you defeat Diamond Dog. 
Hit Points /,672 PSI Power 0 Offense /59 Defense /74 Speed 3/ 
Weaknesses Almost none. 


Experience 337,738 . 


Hit Points 3,344 PSI Power |54 Offense /67 Defense 230 Speed 3/ 
Weaknesses Fire, Freeze and Sleep 


os 
Experience 30,303 yo 


Hit Points /,048 PSI Power 240 Offense 54 Defense 88 Speed /6 


Qintendd) 


DIAMOND DOG 


Location Fire Spring 
Special Attacks One bite from this 14 carat 
K-9 can diamondize you. 





TRILLIONAGE SPROUT 


Location Milky Well (near Winters) 
Special Attacks His glare diamondizes you. 


—_——— ee Se ee 


PSI-PEDIA 


FLASH POWER 


It affects an enemy with sickness, 
possibly even finishing it off. 


PSI Level PSI Points Target 
A 8 All enemies 
B 16 All enemies 
Ei 24 All enemies 
Q 32 All enemies 


PSI (YOUR FAVORITE 
THING*) EFFECT 


Deals a lot of damage through a 





LIFE-UP EFFECT 


crushing psychic blow. Restores Hit Points. 

PSI Level PSI Points Target PSI Level PSI Points Target 
A 10 All enemies A 5 Single ally 
B 14 All enemies B 8 Single ally 
iy 40 All enemies r 13 Single ally 
Q 98 All enemies Q 24 All allies 


*Name your special power after YOUR FAVORITE THING. 


TELEPORT EFFECT 
Helps you return to any place you've 
previously visited. (B is the same as A, 
but doesn’t require as much space to 


SLEEP EFFECT 


Puts most enemies into a deep sleep, 
but use cautiously. Smarter monsters 
may be able to avoid the power. 


run before teleporting.) PSI Level PSI Points Target 

PSI Level PSI Points Target A 6 Single enemy 
A 2 All allies Q 18 All enemies 
B 8 All allies 


Qintendd) 


ITEM-IZER 


KING BANANA 








Use Give this to the monkey in the monkey hole. 

Cost $0 

How to Get It A female monkey gives this to you. 
TENDAKRAUT | 
Use You'll need it to enter a Tenda Village. 

Cost Free 

How to Get It Someone will give it to you. 

STAG BEETLE 

Use Use it in battle to freeze an enemy briefly. 

Cost $8 

How to Get It Someone gives it or you buy it. 

CHICKEN 

Use Sell it for a quick $110. 

Cost Nothing. It comes from an egg. 

How to Get It Buy it or get it free. 

FLY HONEY 

Use Nothing works better in the battle against Master Belch. 
Cost $0 

How to Get It Find it in a special tent in Threed. 

BUBBLE GUM 

Use Gotta give some gum to the Bubble Monkey so he can fly. 
Cost $! 


How to Get It Look for it in stores in Winters. 


(Nintendo) 


WARNING 


CAUTION: This Nintendo game is 
not designed for use with any unau- 
thorized copying device. Use of any 
such device will invalidate your 
Nintendo product warranty. Nintendo 
(and/or any Nintendo licensee or dis- 
tributor) is not responsible for any 
damage or loss caused by the use of 
any such device. If use of such device 
causes your game to stop operating, 
disconnect the device carefully to 
avoid damage and resume normal 
game play. If your game ceases to 
operate and you have no device 
attached to it, please contact your 
local authorized Nintendo distributor. 


The contents of this Caution do not 
interfere with your statutory rights. 


WARNING: Copying of any 
Nintendo game is illegal and is strictly 
prohibited by domestic and interna- 


tional copyright laws. “Back-up” or 
“archival” copies are not authorized 


and are not necessary to protect your 


software. Violators will be prosecuted. 


This manual and other printed matter 
accompanying this game are also pro- 
tected by domestic and international 
copyright laws. 


The rental of this game without per- 
mission of Nintendo or its licensees is 
strictly prohibited. 





3-MONTH LIMITED WARRANTY 

(For Hardware, Game Paks & Accessories) Nintendo of America Inc. 
(“Nintendo”) warrants to the original purchaser that the product (hardware, 
Game Paks and accessories) shall be free from defects in material and work- 
manship for a period of three (3) months from the date of purchase. If a defect 
covered by this warranty occurs during this three (3) month warranty period, 
Nintendo will repair or replace the defective product or component part, at its 
option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY 

(Hardware Only) Nintendo warrants to the original purchaser that the hard- 
ware product shall be free from defects in material and workmanship for an 
additional three (3) months beyond the original 3-month warranty period 
described above. If a defect covered by this warranty occurs during this addi- 
tional 3-month warranty period, Nintendo will repair the defective hardware 
product or component free of charge. The original purchaser is entitled to this 
additional 3-month limited repair warranty only if the Consumer Proof of 
Purchase Card (attached to the hardware packaging when sold) is returned 
promptly after the date of purchase to Nintendo by the original purchaser or 
the original purchaser's retailer. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH 
PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIM- 
ITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND 
POWER SUPPLY DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES 
(INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED 
BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD 
THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY 
LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 
MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM 
THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO 
NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR 
EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE 
LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. Nintendo's address is as set forth on 
the back cover of this manual. 


This warranty is valid only in the United States. 
REV-F 
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Any original instruction manuals included with 
this software are digital reproductions of the 
Original printed manuals. They are as faithful as 
possible to those documents and feature a bare 
minimum of edits. Reference may be made to 
features that can’t be used in this version of the 
game, or the contact information provided may 
no longer be valid. Some copyright information 
may be out-of-date. Please also note that 
printed manuals were not always released in 


multiple languages. 


